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Check out over 50 of the biggest, best and most unique games coming in 2009 and beyond, 
including expanded previews for two of 09's best—Batman: Arkham Asylum and Killzone 2! 
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A Brave New Year 


We enter 2009 with a lot of uncertainty 
when it comes to upcoming games. At 
this time last year, we knew we'd be see- 
ing a new Grand Theft Auto, Metal Gear 
Solid, Smash Bros., and Mario Kart title 
in short order. This year, the forecast is a 
lot hazier. Is it a result of developers be- 
ing lazy? Hardly. | think this year's lineup 
of games is the most original batch the in- 
dustry has seen in years. 

Of the 50-plus games we've featured 
in this issue, a large portion have com- 
pletely newconcepts. From downloadable 
fare like Last Flight to cinematic games 
like Heavy Rain, originality is starting to 
take precedence over sequels. Sure, new 
Call of Duties and Need For Speeds are 
interesting, but they're also predictable. 
Games like | Am Alive and Dark Void may 
not turn out to be smash hits, but they're 
bringing some interesting new concepts 
to the table. 

That's not to say you won't be seeing 
some familiar faces next year. Our top two 
titles— Batman: Arkham Asylum and Kill- 
zone 2—are new, exciting follow-ups that 
are taking their respective franchises to 
new heights. Long-anticipated new chap- 


The Root of All Evil 


A tasty teaser for GamePro's January 
cover story featuring the drool-worthy 
Resident Evil 5. 


Welcome Home 

The PlayStation 3's virtual world Home 
is loaded with creative potential, and 
here's a quick road map. 


“М” for "Misrated" 


1 Super Nostalgia 


Can't wait for Street Fighter IV? This 
HD remake of Super Street Fighter || 


The ESRB doesn't always get it right. 
Here are six games where the ratings 


ters for Beyond Good and Evil and Punch- 
Out aren't your typical yearly retreads. 


Turbo will tide you over. system went wrong. 


And then there's the X-factor...the yet- 
to-be announced games that will surely 
rock 2009 right in its face. In 2008, games 
like Gears of War 2 and Wii Music didn't 
even become public knowledge until half- 
way through the year, and we suspect 
some heavy hitters will make their pres- 
ence known in due time. To close out this 
feature, we've picked a handful of proba- 
ble sequels that haven't been announced, 
but probably will be. Between our reviews 
of 2008's best, the previews of 2009's top 
titles, as well as prognostication of what's 
to come further down the line, GamePro's 
giving you a big look at gaming's future... 
and it’s looking good. 

Dave Rudden 
Features Editor 
drudden@gamepro.com 
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Chris Redfield's cooperative partner Sheva takes on a smaller bes 
horde of infected zombies, and this evil-looking Executioner. “жй” Ee * 


RESIDENT EVIL 5 


SILENT HILL: HOMECOMING FALLOUT 3 


D a25 Gears of War 2 is proving itself to be a monstrous 
upgrade over the classic original. 
GEARS OF WAR 2 
— 


Irresistible: Mammoth Chimera beasts invade U.S. soil 
in Resistance 2, a PS3 exclusive of titanic proportions. 


RESISTANCE 2 


BORDERLANDS MORTAL KOMBAT Vs. DC UNIVERSE 


Stake usurped Tony Hawk as the go-to skateboard game. Here, 
Rob Dyrdek 5-0 grinds private property in New Sanvanalona. 
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IF YOU CAN DREAM IT, 
YOU CAN BUILD IT. 


Presenting the 
Computer MusicMonitor® 


Bose® 


Performance you 
may never have 
thought possible 
from only two 
speakers this small. 


The Bose Computer MusicMonitor® was developed for 
the growing number of people who use their computers 
for personal entertainment, and want accurate sound 
reproduction from a small and elegant system. According 
to Rich Warren of the News-Gazette, "If you want a pair 
of exceptionally small speakers with incredibly big sound 
for any purpose, listen no further." 


Our best two-piece computer sound system. 
Until now, the rich low tones necessary for high-quality 
desktop sound have come only from large speakers 
or three-piece systems with a bass module. The 
MusicMonitor® establishes for us a 
new threshold in the accuracy of 
music reproduction. As Arlen 
Schweiger of Electronic House 
reports, "The folks at Bose 
really know how to shrink 

a product while maintain- 

ing a big sound." It is the first time 
we have been able to produce sound quality like this 
with only two such small enclosures containing all the 
electronics and speakers. 


Proprietary Bose technologies. The unexpected 
sound quality is made possible through a combination of 
unique Bose technologies, including our dual internal 
opposing passive radiators. This invention allows the 


1-800-407-2673, ext. CH351 | www.Bose.com/CMM 


system to deliver faithful low note reproduction and 
musical accuracy, despite its small size. Dennis Barker 
says in Digital TV DesignLine that "after a listening test, 
| was quite impressed with this tiny pair of speakers." 


Enjoy all your digital entertainment with 
the richness it deserves. The contemporary metal 
design and small size make the MusicMonitor? system a 
welcome addition to your desk or workspace. Digital 
music files sound more lifelike than they 
would with ordinary computer speakers 
this size. Downloaded videos sound better, 
too. And setup is simple. It should take 
you about as long to connect this system 
as it takes to remove it from the box. 


FREE 
shipping 


with your 
order. 


Listen risk free for 30 days. The best way to judge 
the performance of any sound system is in the unique 
acoustics of the environment where you'll use it. 
That's why we invite you to try the MusicMonitor? risk 
free for 30 days. When you call, ask about using 
your own major credit card to make 
12 easy payments, with no interest 
charges from Bose.* Then listen, and 
discover why Bose is the most 
respected name in sound. 
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"Bose payment plan available on orders of $299-$1500 paid by major credit arate financing offers may be available f site for details. Down payment is 1/12 the product price plus applicable 
tax and shipping charges, charged when your ordi ipped. Then, your credit card will be billed for 11 equal monthly install ely one month from the date your order is s 

interest charges from Bose. Credit card rules and t may apply. U.S. residents only. Limit one active financing program p poration. Patent rights issued and/or pending. Financing and free shipping 
offer not to be combined with other offers or applied to previous purchases, and subject to change without notice. Risk free r oes not include return shipping. Delivery is subject to product availability. 
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down in Africa, pursued by enemies that are smarter and more 
vicious than ever before. The origins of a decade-long virus are 
in sight, but ridding the world of infection hardly seems in the realm 
possibility. He won't have at it alone, however. His female compan- 
ion Sheva is quick with a gun...a good thing because Resident Evil 5 
is built around a two-player cooperative dynamic where using both 

players to double-team enemies and solve puzzles is essential. 
Fans of R ent Evil 4 should delight in stunning visual up- 
grades and familiar suspenseful play, but RES challenges players 
to use the environment to their advantage. And if you're not 
online playing with a buddy, controlling Sheva is as simple as 
tapping a face button to activate contextual commands. But 
smarter enemies means they'll use the surroundings against 

you, and staying out of harms way isn't going to be easy. 
Next month, GamePro is planning a huge Capcom 
cover feature to kick off 2009, and along with plenty of 
exciting new details and first-hand experience with Resi- 
= dentEvil 5, we'll also have huge updates on Street Fighter 
IV, Bionic Commando, and the promising new shooter 
Dark Void. It's a GamePro you don't want to miss! 


T en years afterthe original Resident Evil, Chris Redfield is on lock- 


Announced alongside LittleBigPlanet in early 2007, PlayStation Home began as a 
shining example of PS3 creativity, but the ensuing roller coaster ride of confusion 
and delays left many to believe that Home was depreciating in value. Thankfully, 
the recently launched extended closed beta is proving that the postponement 
wasn't in vain, as Home is right back where it started: cultivating the creative. 
Here's why you'll want to come home for the holidays. By Chris Morell 
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CENTRAL PLAZA 
The focal point for all of Home. 
When it was first shown, per- 
sonal apartment spaces seemed 
the center of attention, but re- 
ally it's the central plaza that gets 
users moving in all directions 
(there's also a handy world map 
that lets you zip around at will). 
With visible access to the games 
space, movie theater and shop- 
ping mall, the plaza is your nu- 
cleus for exploration. And it's the 
best place to meet and interact 
with new friends, catch a movie 
with a buddy, or launch directly 
into a multiplayer game. 


APARTMENT LiVING 
Every Home user gets their own 
space to decorate and customize 
to their heart's content. Hang that 
hilarious vacation picture, or simply 
kick back on a recliner and watch a 
flick on your virtual Sony Bravia— 
it's entirely up to you. When you're 
ready to take a step upward, a real 
estate area lets you purchase new 
digs and launch into the upper 
echelon, and flaunt your rank to the 
measly peasants. 
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of stores for authentic ava- 
d because 


games. We saw the Uncharted: 
Fortune. space, and 
. loaded with references and se- 
crets from the game. Just imag- 
ine what else is on the horizon. 
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While the wait until next year's promising Street 
Fighter IV seems like an eternity, fighting fans 
will get a proper remake of a 2D classic and one 
of the most addictive games of all-time—a 
timely tide-over until SFIV hits consoles in early 
2009. Super Street Fighter Il Turbo HD Remix 
brings the old-school action of Street Fighter 
into the HD age, and this remake upgrades per- 
formance without muddling its original charm. 
As Ken, Ryu, and the rest of the Capcom crew 
getstunning graphical upgrades, this download- 
able version's real allure comes with online play, 
allowing head-to-head matches and eight- 
player tournaments via Xbox Live and PSN. A 
purchase of Wolf of the Battlefield: Commando 
3 gets you into the public beta that was released 
in June on Xbox Live Arcade, and the full ver- 
sion drops this month for a mere $15. Just lay off 
the Blanca Electric Thunder cheese, m'kay? 
—Chris Morell 


The Prince | Lara Croft 


PrinceofPersia | Tomb Raider: Underworld 

Daughter of renowned archaeologist Richard Croft. 

Pretty much a solo act, through and through. 

Lives a life of conscience and adventure, though not free of much privilege. 
[1 Firearms expert, experienced scuba diver, spelunking enthusiast. 

] Heckler & Kock pistols, grappling hook, motorbike, skintight short-shorts. 


Lineage: The Prince isn't telling, because he considers it inconsequential. 
Companionship: The lovely Elika, a budding magic user. 

Philosophy: Lives life in the present, with no regard for the past or future. 
Special Skills: Unparalleled acrobat and an expert with bladed weapons. l 
Favorite Gear: Long sword, unique gauntlet, and stylish red-and-blue getup. 


o save him, the Prince alls to his death, leav- 
ix of relief and guilt. 
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Halo 3 may bring the rock 'n' roll, but it left the sex, 

drugs, and carjacking to Grand Theft Auto IV. 

Does it really deserve the same Mature rating 

| ^ from the ESRB? The way we see it, no way... 

and it's not the only game we think has been 

misrated. Here's Halo and five others that got 
the shaft. By Dan Tennant 


RECHARGED 


Devil May Cry 4 


XBox 360 PRICE DROP 

Microsoft dropped priceson various models 
of the Xbox 360 by $50 to $80, bringing the 
entry level unit down to $199. The following 
weekend's sales doubled in response. 


THE VERDICT: With the Wii's hardware 


We need to make something very clear to the 
ESRB: Blood is red. It might not be perfectly logi- 
cal, but when blood isn't red, no one much cares 
about whether their little ones see it. When all the 
action in the Devil May Cry series involves killing 
demons that spout black smoke and goopy mu- shortages and the PlayStation 3's higher 
cus, it doesn't count as blood. And everyone's cost, Microsoft's price-cutting strategy 
cool with it. This one's a Teen in anyone's book. could put it in an enviable position for the 
holiday season. 


The Halo Trilogy 


Master Chief's galactic odyssey may be action-packed, but 
it's no gore-fest. There's a distinct lack of flying limbs, the en- 
emies spray puffs of neon blood when shot, and the smack- 
talking marines would be right at home on primetime TV. 
There aren't any drugs or alcohol, and the only sexy things 
in the entire trilogy are an A.l. construct with circuits for skin 
andan ATV with a porcine nickname. This series should have THE VERDICT: As the cost to develop S 
been rated Teen from the start—it simply doesn't belong in current-generation game continues to rise, 


the same bucket as Grand Theft Auto and Manhunt. expect to see the number of respected de- 
velopers absorbed into larger corporations 


grow from month to month. 


2 ENSEMBLE STUDIOS R.I.P. 


Microsoft has confirmed that it will close 
the developer of Age of Empires and Age 
of Mythology after the release of its latest 
game, Halo Wars, which is expected to ship 
in early 2009. 


Robert Ludlum's The Bourne Conspiracy 
. i u 

There are a few games out there that don't sport much STAR WARS: THE FORCE UNLEASHED 
gore, but still serve up enough visceral violence to war- DEMO BREAKS RECORDS 

rant an M rating, and Robert Ludlum's The Bourne Con- 
spiracy's console outing is one of them. The game's 
combat may not peel flesh from bone, but it tends to fo- 
cus on breaking those bones and bloodying that flesh. 


In the space of about three weeks, console 
gamers downloaded the demo of the Star 
Wars action adventure more than 2.3 million 
times, and broke a million in just eight days. 


THE VERDICT: Decades after the original 


The Thief Trilogy films, the Star Wars brand continues to 

: 50 draw incredible levels of interest. Now if 
Garrett's stealthy, midnight romps through his steampunk | only the finished game had been as consis- 
world were seminal games that the ESRB limited to Mature 1 tently fun as the demo... 


audiencesfor reasons passing understanding. The Thieftril- 

ogy never sported sex or (adult) language; and the violence, Ë = 

while certainly an option, was frowned upon in-game. ו‎ а ss غا‎ METAL GEAR SOLID 5? 

On his way out the door to a new gig, an 
assistant producer at Kojima Productions 
revealed that a sequel to The Guns of the 
Patriots is already in development. 

THE VERDICT: You didn't think Konami 
would kill off their biggest cash cow just 
because Hideo Kojima wants to move on, 
did you? 


Tom Clancy's Ghost Recon Advanced Warfighter 


Why are GRAW and its sequel GRAW2 (for that matter) both 
Teen games? They share the same realistic environments and 
weaponry as Call of Duty 4. They encourage tactical warfare, 
à la Rainbow Six Vegas. Yet while Team Rainbow's jaunt into 
the glimmering lights of Sin City netted them a Mature rating, 
GRAW's Mexican terrorism was, according to the ESRB, more 


palatable to younger audiences. TECMO COURTED 


After shrugging off a takeover attempt 
from Square Enix, Tecmo announced it 
was getting chatty with Koei about a pos- 
sible merger. 

THE VERDICT: Even if a deal goes through, 
both companies intend to keep their prop- 
erties separate, so don't expect to see any 
tortured Dynasty Warriors vs. Ninja Gaiden 
crossovers any time soon. 


World of Warcraft: The Burning Crusade 


When WoW was first released, the E10+ rating didn't ex- 
ist, so a Teen rating made perfect sense. But when its ex- 
pansion came out, the ESRB had its new rating at their 
fingertips. They should have used it. And no, the fact it's 
an online game shouldn't factor in the rating, because 
Blizzard can't control the behaviors of other players. 
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Control Batman's Baterang with precision by using the thumbsticks or Ѕіхахіѕ motion-sensing 
controls. When thrown, the camera will switch to Baterang mode and follow it until impact. 


Batman: Arkham Asylum 


econds out of the starting gate, Batman: 
S Asylum shifts into high gear as 
Batman races through the murky streets of 
Gotham City. Rain spatters against the Batmobile 
as the Dark Knight speeds through the gates of 
Arkham Asylum, past an ominous sign that reads 
“Warning, hitchhikers may be escaping patients." 
Outside Arkham's front doors, warden Quincy 
Sharp and a handful of security guards await Bat- 
man's hand delivery—the Joker. 
While mocking the warden, the Joker is 
strapped and loaded into an upright gur- 


ney. "Not so tight," the Joker croaks, "you'll 


P53, Xbox 360, PC 
Publisher: Eidos 


crease the suit!” Batman demands to ac- 
company the notoriously slippery Joker into 
Arkham Asylum to confirm that the villain is 
safely stowed. It's at this point that you take 
control over Batman as the guards escort 
the Joker deeper into the asylum. Descend- 
ing the house that madness built, a chained 
and shackled Killer Croc makes a brief appear- 
ance, prompting the Joker to make a caustic 
remark concerning footwear fashion. In the 
next room, Commissioner Gordon awaits Bat- 
man's briefing. "He surrendered almost with 
out a fight," Batman admits. 


Unable to continue past check-in, Batman is 
ordered to wait in the observation room. Some- 
thing's not right: the green-haired menace con- 
tinues to crack jokes and point out his twisted 
fate. "You think it was a coincidence that the 
fire at Blackgate Penitentiary had so many of my 
men transferred to Arkham for safe keeping," the 
Joker teases. "Batman, stop me if you've heard 
this one," the Joker grins as he slips from his re- 
straints, killsthe surrounding guards, and escapes 
deeper into Arkham Asylum. Seconds later, the 
Joker is displayed on all the video monitors in the 
facility, welcoming Batman to the madhouse. 


The Darkest Night 

The intro sets the overall tone of Batman: Arkham Asylum, a game that's 
already blacker and more menacing than any Batman movie or televi- 
sion series. "We've been inspired by nearly 70 years of Batman history," 
game director Sefton Hill explains. "The story is completely original," 
Hill says of the script penned by Paul Dini (Batman: The Animated Series), 
"although obviously it shares more in tone with the darker end of the Bat- 
man canon." 

Batman graphic novel fans will immediately recognize the look of the 
characters in Batman: Arkham Asylum to be heavily influenced by Jim 
Lee's artwork. So much in fact, Hill states that developer Rocksteady Stu- 
dios is actually working very closely with Jim Lee's comic book company 
WildStorm on the design of the key characters in the game. "Working to- 
gether with Paul Dini and WildStorm has allowed us to bring many of Bat- 
man's greatest villains to life and for them all to have a prominent role in 
the game,” Hill explains. 

But a good-looking game means nothing without a foundation of solid 
gameplay and fun. For this, Hill and his team established what they call 
the "four pillars" of good Batman gameplay: Brutal combat, gadgets, de- 
tective expertise, and open-ended exploration, for which Batman can use 
his grappling hook to reach almost any area in the game. "We worked 
closely with DC Comics and Paul Dini to create a huge list of what makes 
Batman so special, and then these elements were treated as sacrosanct," 
Hill adds. 


EH sways ARKHAM MIGHT ₪ 
ШЕШ BE GAMING'S DARK KNIGHT שש‎ 


The Dark Knight is the most popular film everto feature the caped crusader. 
Here's why we think Batman: Arkham Asylum could be the best Batman 
video game ever. 

5. Unreal Engine 3 

Though no game engine can guarantee good looks, it can't hurt to have a 
slick and time-tested technology enabling high-definition graphics and 
realistic physics. Arkham Asylum has both, and it truly looks fabulous. 


CSI: Gotham City 

Batman packs a visor that lets him see through walls, scan items for in- 
formation, and solve forensic puzzles. After all, the Batman of the com- 
ics is more a detective and crime-fighter than non-stop pugilist. 


4. 


Strategic Combat 
Sure, Batman’s a badass with loads of gadgets, but he’s not superhu- 
man. Arkham Asylum will be true to that, and require some degree of 
stealth and reconnaissance. 


Paul Dini, writer, genius 

The Emmy award-winning veteran of Batman: The Animated Series, Bat- 
man Beyond, and Lost won't be mistaken for Dark Knight scribe Frank 
Miller, but he's certainly no slouch. Expect a compelling story that's true 
to the comics. 


2. 


No Rush 

Most importantly, there's no rush to tie this game's appearance to a 
film's release date, so the developers can concentrate on making the 
best game possible and release it when they're good and ready. 


1. 


ComBat 

Ofthe game's four fundamental pillars, no one appears to take precedence over 
the others in Batman: Arkham Asylum. Each facet of the gameplay gets equal 
face time to create a smooth gameplay flow. Combat, though, does play an es- 
pecially key role in the game as Batman's primary method to dispatch enemies. 
To create Batman's visceral, brawler-type fighting style, Rocksteady Studios 
motion-captured many different martial art specialists and combined their ac- 
robatic moves to deliver an original and powerful representation of Batman's 
combat skills. 

"The Free Flow combat system is designed to give the player the true ex- 
perience of powerful melee combat as Batman," continues Hill. "The system 
uses just a few simple button presses for strikes, stun moves, takedowns, and 
dodging, but it requires incredible skill as the player chooses the right attack for 
the right situation." 

Shortly after the Joker cuts the video feed from the monitors, we watched 
as Batman quickly dispatched a mob of thugs with pummeling blows, gliding 
kicks, and swirling bat-cape stun attacks. The combat is fast-paced and violent, 
much how you would expect the acrobatic Batman to fight in real life. Success- 
ful strikes can be linked together in a limitless combo sequence that delivers a 
flowing feel to the action. For example, in one location in the game, five thugs 
are holed up trying to stop Batman from entering the lower level of Arkham's 
medical wing. With preparation, Batman is able to take down all five thugs in 
under ten seconds, though you'll need the help of Batman's trusty gadgets to 
achieve the maximum effect. 

CONTINUED > 


Game director Sefton Hill talks about Bat- 
man, Arkham Asylum, The Joker, and the 
criminally insane. 


We've seen the Joker, Killer Croc, Harley 
Quinn, and Victor Zsasz. What other villain- 
ous Arkham inmates can we expect to meet 
in the game? 

I cannot give too much of the story away, but 
there are definitely a number of surprises in 
there which | think people are going to re- 
ally enjoy. 


What's different about the stealth elements of Batman: Arkham Asylum? 

| think it's quite an easy mistake to think of Batman's stealth skills and there- 
fore build a stealth game. However, this misses the key part of Batman - 
Batman is a predator. He preys on criminals and their fear of him. This is 
completely the opposite of a standard stealth game where the player is 
afraid of the enemies and spends their time hiding in fear. The player should 
feel empowered, in control, and able to move in ways that the thugs cannot 
even comprehend. Batman is the invisible predator and for the first time the 
player will get to use all these skills and truly know what this means. 


What locations on Arkham Island will players be visiting beyond the 
mental ward? 


SE TALKIN’ ARKHAM 


Gadget Eat Gadget World 

Since Batman doesn’t have any supernatural pow- 
ers (he sure ain't no Superman), he relies instead 
on elaborate gadgets, which have all been de- 
signed for multipurpose use. To expand upon the 
situation in the medical wing, "Batman has an ex- 
plosive aerosol spray that he uses to carve his way 
through structural weaknesses and gain access to 
new areas," explains Hill. But the lethal spray can 
also pull double duty as a weapon, sending walls 
crumbling onto thugs. The spray "can be used to 
create a distraction which the enemies will search 
out, or it can be sprayed on the ground and trig- 
gered by the player to take out passing enemies," 
Hill adds. 

You'll use Batman's other gadgets to investi- 
gate your surroundings and discover clues that 
will help you navigate through Arkham's padded 
walls. Investigation mode, for instance, highlights 
points of interest that you may not see normally, 
such as fingerprints, that can then be scanned and 
used to open doors. 


The Best Batman Yet 

Batman: Arkham Asylum is every bit the Batman 
game that batfans and graphic novel enthusiasts 
have been clamoring for. It's dark, psychologically 
disturbing, and quickly becomes a living hell for 
Batman even from the start of the game. Based on 
the long-running comic book mythos and riddled 
with Batman history and lore, Arkham Asylum 
looks to be the quintessential Batman game. 


The player has the complete freedom of Arkham Island. There are the lo- 
cations you would expect to find there, such as the medical ward and the 
main mansion building itself, but then there are many more surprises there 
as well which are part of the story and | want the player to experience for 
themselves! This is a place that has a long and fascinating history and this 
is represented in the nature and architecture of the buildings on the island. 
It started off as a beautiful mansion but has been turned over the years into 
the epicenter of the criminally insane. Even the buildings themselves have 
been affected by the insanity, with new structures and facilities added over 
the years to create a unique game location steeped in a rich history. 


How long has it taken to create Arkham Asylum in a video game world? 
From start to finish the game will have been in development for approxi- 
mately 20 months. 


Where's Robin? Batgirl? Alfred? 
Batman will work with and against a whole host of characters from the Bat- 
man universe but if | told you who that would give the story away! 


Why will gamers want to play Arkham Asylum over other action games? 
Free Flow combat, Invisible Predator gameplay, multipurpose gadgets, 
custom forensics tools, beautifully realized setting, deep engrossing story 
by Paul Dini, dynamic musical score, huge island to explore, lots of secrets 
to unravel, plus Batman and Joker and a host of others! What more could 
you want? 
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Killzone 2: War Made Beautiful 


The final major FPS to finally make the new-gen jump is on its way, and it's looking amazing. 
Killzone 2 may just be the best-looking FPS ever. 


The Helghast come in a variety of shapes and sizes in Killzone 
2, but all of them have those evil glowing orange eyes. 


Killzone 2 


Gi Games's post-apocalyptic first-person 
shooter, Killzone 2, has been a long time com- 
ing. Hell, the game was originally unveiled in 2005, 
a year before the PlayStation 3 was even out on 
store shelves. After a painfully long wait, we've fi- 
nally gotten a taste of Killzone 2, and boy, oh, boy 
was it sweet. 

After playing a hefty chunk of the explosive 
single-playercampaign and ambitious multiplayer 
modes, we now believe that Killzone 2 is shaping 
up to be one of the most impressive games in the 
first-person shooter genre. Read on to learn why. 


Welcome to Helghan 

Our hands-on time with Killzone 2's epic single- 
player campaign kicked off with a visit to the 
blood-soaked beaches of Corinth River, the first 
mission in the game and a location you may re- 
member from the controversial first Killzone 2 
footage shown at E? 2005. When the level was 
revealed in trailer form three years ago, many 
grumbled that the graphics were a little too per- 
fect (even for the PS3) to be anything other than 
pre-rendered video footage. Now that we've actu- 
ally played through the events and locations seen 
in the trailer, we can say that the game itself is al- 
most as visually astonishing as that trailer. 


P53 
Publisher: Sony 
Release Date: February 2009 


As Sergeant First Class Tomas “Sev” 
Sevchenko, you and your battle-hardened ISA 
chums storm the Helghast home planet in a fe- 
rociously intense scene that's reminiscent of a 
sci-fi take on the Invasion of Normandy. Instead 
of arriving by sea transport as in Normandy, your 
team heads straight into the heat of battle via air- 
craft, immediately engaging your gas-masked, 
fascist enemies on their own war-scorched turf. 
The Helghast, with their electric orange eyes, pol- 
ished black Darth Vaderesque bodysuits, and gen- 
erally menacing presence, were definitely one of 
the most interesting aspects of the original Kill- 
zone. Its sequel embraces this appeal as Killzone 
2 takes place on the treacherous planet Helghan, 
the home planet of your adversaries. 

Every inch of the level is loaded with Helghast 
imagery, from their red and black swastika-like 
emblem to their home planet's smothering atmo- 
sphere. This certainly feels like a wretched world 
that only the mutated Helghast could call home. 


Killer Looks 

The moment we set foot on the Corinth River 
stage, our eyes had to adjust to the frenzied, cha- 
otic appearance of the battlefield. Moments af- 
ter beginning the mission, the combination of 


smoke, fire, shrapnel, bullets, and blood made it 
extremely difficult to see anything, forcing us to 
retreat for cover. As we advanced from one bro- 
ken slab of concrete debris to the next, using them 
to shield us from oncoming enemy bullets and ex- 
plosives, huge angular Helghast ships hovered in 
the polluted skies above us. 

The level of visual detail exhibited on the 
Corinth River stage is nothing short of staggering. 
After exchanging fire with our enemies, the Hel- 
ghast turned things up a notch by setting one of 
our ISA allies ablaze, who ran around for a while 
completely engulfed in flames before falling over 
and dying. The variety of kills is one major selling 
point, as head shots make enemy Helghast's hel- 
mets fly off, defeated enemies dangle off ledges 
after being pumped full of rounds, and heavier 
firepower can turn your enemies' bodies into 
red mist. During one scene in the demo, a pack 
of Helghast soldiers attacked our squad from a 
neighboring bridge. After targeting some nearby 
explosive canisters, we not only turned our ag- 
gressors into hunks of smoldering meat, but also 
sent the bridge crashing down with them. 

You may have heard that Killzone 2's cam- 
paign is putting a major emphasis on the environ- 
ment. Even in this early mission in the game, we 


Like the original game, Killzone 2 has its share of hairy moments, where you'll have to call on the aid of your squadmates. 
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could see just how much you can (and must) inter- 
act with your surroundings in order to progress 
in the game. At one point, our path appeared 
to be entirely blocked. But after snatching a 
rocket launcher off a Helghast corpse nearby, 
we created a new path by blasting a jagged hole 
through the sealed door. 

At another point in the mission, several 
Helghast soldiers emerged from the crum- 
bling windows of a building across the street. 
We unleashed everything in our arsenal, rain- 
ing bullets and grenades down on their loca- 
tion. After taking massive damage, the gray 
structure began to collapse in on itself, belch- 
ing out flames and clouds of dust and giving 
our enemies a fiery grave. All that was left of 
the building was a smoking, sizzling metal 
frame. These two examples are just a small 
taste of the destruction you can inflict on Kill- 
zone 2's environments. 


In the original Killzone, your A.l. controlled 
squadmates were buffoons, who rarely carried 
their weight, and essentially stood around while 
you wiped out enemies. In Killzone 2, however, 
your allies are much smarter. They will blow 
away foes you encounter, or helpfully hoist you 
up to high platforms. 

We played through the first mission several 
times, and even after playing to the end of the 
level once and knowing exactly what was coming 
next, the second and third times playing it were 
still exhilarating. One reason is because the ac- 
tion is incredibly thick and dense—futuristic war- 
farein a video game truly has never looked better 
or deadlier. After completing the level we were 
literally sweating (and not just because we're 
out-of-shape game reviewers). In one moment 
we fired on huge clusters of Helghast enemies, 
and in the next we rocketed a vehicle around the 


battlefield and sawed through enemies with dev- 
astating chaingun turrets. It was quite a rush. 
The Corinth River mission ends with an impres- 
sive finale, during which we climbed inside an ISA 
tank and pounded the incoming Helghast forces. 
With the tank's mounted machine guns and the 
earth-shattering primary cannon, we fought off ad- 
versaries, crushing the victims under our treads as 
we rolled past. This final showdown was relatively 
easy to dominate until a couple of enemy tanks 
showed up to the party. From then on, it was tank- 
on-tank action. For those who are concerned about 
Killzone 2's campaign being comprised of levels 
where you're doing nothing but moving from one 
gray structure to the next, there are other missions 
that deviate from this formula quite a bit. Imagine 
the kind of terrain variety seen in the original Kill- 
zone's campaign (fog-encircled swamps, grimy 
subways, space stations), only rendered with some 
of the best graphics exhibited on the PS3 thus far. 
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THE KILLERS: 5 IMPRESSIVE 
WEAPONS FROM KILLZONE 2 


Getting comfortable with a sniper rifle in Killzone 2 can pay off in a big way. 
The rifle is easier to handle than in the previous Killzone game, which is good 
for those who prefer to deliver death from afar. 


This device can be crucial in gaining the upper 
hand on your enemies, especially during online 
battles. Just turn iton near destroyed ammunition 
crates, automatic turrets, and other damaged war 
goods to make them as good as brand new. 


Blow away enemies Dirty Harry- 
style with the awesome force of this 
ISA magnum. This beast of a hand- 
gun holds seven bullets, which is 
more than enough to take out a 
couple of Helghast if you're aiming 
is up to scratch. 
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Sometimes ordinary fire- 
power won't do when facing 
massive hordes of Helghast. 
Cook a hand grenade and 
pitch it into large clusters of 
enemies to clear them out. 


The computer-controlled 
robots automatically fire 
on enemies once de- 
ployed. Sentry Bots can 
be summoned by the Tac- 
tician character class and 
provide support fire, which 
always comes in handy. 


If you're playing with the 
Medic character class, you 
can point this life-saving de- 
vice at wounded allies and 
send out a beam of electric- 
ity that will bring them back 
on their feet. In the world of 
Killzone 2, electricity is actu- 
ally good for your flesh. 
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Killing Online 

Killzone 2's development team insists that their 
next-gen FPS is essentially two stand-alone 
games, maintaining that just as many long 
nights were put into perfecting the game's multi- 
player experience as its single player campaign. 
Whether you and your buddies want to duke it 
out in an intimate match, or open the floodgates 
to a mammoth online bloodbath, the decision is 
left entirely up to you: Killzone 2 supports up to 
32 players per match. 

Killzone 2's multiplayer matches are rife with 
customization options. We've browsed through 
the countless options you can choose from and 
tried some of them out, but we'd really need at 
least a week to get a feel for everything possible 
when piecing together custom matches. And as in 
Halo 3, once you create a match type you'd like to 
hang on to, you can save it as one of your custom- 
made, multiplayer modes. 

Killzone 2 has a lot of good things going for its 
online support, but probably the most unique is 
the game's intricate clan system, which stands as 
a new high point for console FPS games. Not only 
will you be ableto form clans, you'll also be able to 
schedule tournaments in advance (from your PC 
or PS3) against other clans, and even track your 


RIFLEMAN 


The rifleman does not 
have any special abilities, 
like the rest of the seven 
other classes, but what 
he lacks in skill he makes 
up for in firepower. Pick- 
ingthe rifleman will grant 
you access to more dev- 
astating weaponry when 
assigning your primary 
and secondary weapons. 


online stats by logging onto Killzone.com. Valor 
points can also be used by clans to "place bets" on 
the outcome of online multiplayer matches. The 
more points you get, the more access you'll have 
to higher level matches. 

We played through all five of the multiplayer 
game modes. These include: Assassination, 
where a single player is randomly chosen to ei- 
ther be protected or killed; Body Count, which is 
your standard team deathmatch mode; Capture 
and Hold, where you must guard different points 
in the map to gain points; Search and Retrieve, 
Killzone 2's flag-less answer to Capture the Flag; 
and Search and Destroy, where you have to either 
defend or blow up a machine. Best of all, you can 
string several of these game types together in one 
long match to add some variety. 


Killing Twice 

We've only played a fraction of Killzone 2, but 
from what we've seen of the campaign and multi- 
player, we can say that the game is turning out to 
be worth the wait. The original Killzone may have 
failed at making a splash on the PlayStation 2, but 
Killzone 2 has learned from its predecessor's mis- 
takes and truly is one of the best next-generation 
shooters we've played. 


THE BADGE Guys: KILLZONE 2's 
MULTIPLAYER CHARACTER CLASSES 


You can repair dam- 
aged war goods such 
as ammunition crates 
and auto turrets us- 
ing the engineer. This 
class will also allow 
you to set automated 
turrets around the 
map, which target 
enemy soldiers. 


As its name sug- 
gests, the Medic is 
able to heal and re- 
vive teammates. It's 
always a good idea 
to have at least one 
Medic on your side, 
especially when you 
anticipate taking 
heavy damage from 
the enemy team. 


SABOTEUR 


With the Tactician 
class, you can toss 
colored smoke gre- 
nades that act as 
spawn points for 
teammates. The Tac- 
tician can also call 
for airborne support 
inthe form of a flying 
sentry robot. 


Because of similar ar- 
mor to that of Solid 
Snake's | "0010087000," 
choosing the Scout will 
allow you to blend into 
your environment and 
rendering you virtually 
invisible to your ene- 
mies. The camouflage 
effect distorts when 
you move or fire. 


GAMEPRO.COM 


Choosing the Assault 
class will give you lon- 
ger playing time, as 
this character type is 
equipped with extra- 
tough body armor. If 
you're sick of getting 
wiped out in millisec- 
onds, consider the 
Assault class. 


The Saboteur class can 
mimic enemy players. 
You'll not only look like 
one ofthe players onthe 
opposing team, but dis- 
play the correct name. 
Once you've breached 
their perimeter, you can 
inflict damage in any 
number of ways. 


CONTINUED > 


LIGHTSABER 
DUELS. 


Aliens: Colonial Marines 


P53, Xbox 360, PC 
Publisher: Sega 


4 Ways Colonial Marines Will Restore Order to the Aliens Franchise 


he Aliens gaming franchise has gone down 

the tube much like Sigourney Weaver's act- 
ing career. There is hope, however, as the upcom- 
ing first-person shooter release Aliens: Colonial 
Marines should give the series the jolt it needs to 
once again rise to prominence. Here's why. 


4. Marine Tough 

The marines that you'll be using throughout the 
game aren't just random, cookie cutter soldiers. 
They all have their own unique skills and personali- 
ties and react to different situations just like a real 
soldier would. Out of the 12 you can comprise your 
team of four; some are more likely to panic than 
others but may wield more powerful guns. 


Alpha Protocol 


hen Jason Bourne came along, he showed 

that the world of espionage isn't all about 
sipping martinis, sleeping with tons of women, 
and Judo-chopping your enemies, which rules 
out three of James Bond's favorite hobbies. But 
Sega seems to think there can be a link between 
the two and has cooked up their own secret agent 
in Michael Thorton, who is refined enough to at- 
tend dinner parties yet brutal enough to take down 
entire crime syndicates. 

Perhaps the most interesting aspect of Alpha 
Protocol is that it's billed as a role-playing game. 
One might expect this since Obsidian is the devel- 
oper and they've been responsible for such hits 
as Knights of the Old Republic Il and Neverwinter 
Nights Il. The obvious twist in Alpha Protocol is 
that it’s pretty much the first of its kind as a mod- 
ern day, espionage RPG. Players will take Thorton 
from a novice spy to one capable of outsmart- 
ing his former CIA employers and uncovering the 
truth behind why he's being hunted. 


3. Not Your Average FPS 

Aliens: Colonial Marines takes a different ap- 
proach than other first-person shooters in how it 
plays out. Instead of being one long, continuous 
story, Aliens is broken down into three different 
acts with each one containing a certain amount 
of levels. 


2. Blowing off Face-huggers 
Sega’s new Aliens game will be bringing back 
many of the standard weapons from earlier install- 
ments in the series as well as adding new guns, 
too. Players will have flamethrowers, mounted 
guns, pulse rifles, grenade launchers, and more 
at their disposal. 


Even though this is an RPG, there will still be 
plenty of action involved. Players can make Thor- 
ton beat on his enemies with close combat moves 
or they can also blow them away with guns and 
other cool gadgets. But they'll want to be careful 
as different actions will affect the ending of the 
game. If you're sick of your dialogue-heavy RPGs 
always set in space, this game will be well worth 
the wait. 


1. Allies in Alien-killing 

The online version of Colonial Marines will allow 
people to play through the campaign with their 
friends in teams of four. What's cool about this is 
that players can enter the game or leave it without 
disrupting anything or forcing the team to go back 
into some type of lobby. 


Rhino Studios 


Pokémon Snap meets 
jungle safari in this 
graphical powerhouse. 
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Backbreaker 


w all seen sophisticated physics 
engines shred simulated vehicles 


like tin foil, but imagine applying that 
same processing power to two charging 
gorillas on the gridiron. Instead of run- 
ning those meatheads into each other 
and watching one of a handful of canned 
and repetitive tackle animations, Back- 
breaker's Euphoria engine conjures up 
dynamic collisions that are both realistic 
and bone-jarring. 

The players populating this football 
upstart won't be modeled on real NFL su- 
perstars (due to EA's continued exclusiv- 
ity) but every one will house a complex 
collection of simulated flesh, bone, and 
protection. The result? Just as you're un- 
likely to see the exact same circumstances 


Publisher: TBD 


unfold in any two televised games, so 
does Backbreaker promise to make every 
down a unique experience. Better yet, the 
same physics system could just as easily 
showcase epic wrecks of contorted limbs 
that even the game's designers couldn't 
have foreseen. 

Few details are available about the 
rest of the game's components, but we 
do know the developers hope to immerse 
fans in the tense atmosphere of on-the- 
field decision-making, from the quarter- 
back's desperate search for a receiver to 
atackler's questto put him on the ground 
by any means necessary. Besides, even if 
Backbreaker proves too ambitious for its 
own good, the added competition should 
help to improve everyone's game. 


Borderlands 


orderlands turns you loose on 
B: hostile backwater planet of 
Pandora to find your fortune and the 
location of a mysterious alien "Vault." 
Gameplay mixes first-person shoot- 
ing with the leveling and skill devel- 
opment of an RPG, but developing and 
customizing three character classes is 
just the beginning. 

Much hasbeen made of Borderlands's 
claim that it contains more than half a 
million different weapons, but more im- 
pressive than sheer quantity is the in- 
ventive variety of this arsenal. Rather 
than simply spawn firearms with better 
stats and new skins, the loot system fab- 
ricates wild and wonderful new weap- 
ons from a diverse library of component 


Brutal Legend 


im Schafer's past credits include 

Grim Fandango and Psychonauts, 
so it shouldn't come as a surprise that 
his latest project features a comically 
offbeat premise. When heavy-metal 
roadie Eddie Riggs, voiced by none other 
than Jack Black, bleeds onto a cursed 
belt buckle, he and his black mane are 
whisked away to a fantastic demon- 
filled landscape yanked straight off a 
1980s hard rock album cover. There he 
must rescue Ophelia, a true gothic babe 
in the music-video mold, who's been 
kidnapped by an evil bassist. 

You'll tear through local nas- 
ties with a giant battle axe, cast mag- 
ical spells with your Flying V guitar, 
lead a hopelessly emo human resis- 
tance against the pointy-tailed mul- 


P53, Xbox 0 
Publisher: TBD 


titudes, and grind gears in a bitchin" 
hot rod. This guitar hero's adventure 
will blend intense third-person action- 
adventure with an affectionate tongue- 
in-cheek parody of heavy metal culture, 
and your army will grow with every vic- 
tory as defeated foes join the throng at 
your back. 

Everything about Brütal Legend 
screams loving tribute, from the voice- 
over participation of legends like Lemmy 
Kilmister and Rob Halford, to ancillary 
characters like the Headbangers and Fire 
Barons. Melee combat, unapologetic 
high drama, and self-conscious rock pos- 
turing might sound like an unlikely mix for 
a modern video game, but the final prod- 
uct of that unholy union is bound to be 
one of a kind. 


parts and modifications. Whether you 
fire huge explosive shells, sticky goo, or 
some oddity of your own creation is up 
to you. 

Even the environment itself is con- 
stantly changing. A procedural sys- 
tem that changes around the location 
of enemy encampments, strategically 
valuable buildings, and ambush points 
promises that even regions you've vis- 
ited in previous expeditions will offer 
fresh challenges, whether you're hoof- 
ing it alone or tearing up the terrain in a 
customizable vehicle with three friends. 

Borderlands makes some pretty big 
promises, but Gearbox's track record 
and early glimpses of the frenzied ac- 
tion give us the high hopes to match. 
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Forget Lara Croft. 2009 is the year that female protagonists could truly eclipse their male counterparts. 
With many new females making their mark on the U.S. gaming market, it’s evident now more than ever 
that women are being taken seriously in the gaming industry. GameGirl.com's Raychul Moore and 
Amanda “Miz Calamity” Drake have rounded up four fantastic-looking games featuring female protago- 


nists, and have presented their views on the leading ladies and the games they're starring in. 


" Amanda Presents: 


¦ The Hot Killers 


PS3, Xbox 360 
Publisher; Sega 


ayonetta is a witch who wields dual pistols and has guns protruding 

from her boots for a little extra "kick." This sexy spell-caster also has 
one of the coolest weapons ever: her hair. What lady wouldn't want to be 
able to kick butt using her coif? 

The gameplay has similarities to that of Devil May Cry and has some 
interesting finishing moves. One such move is kicking an enemy into what 
looks like a coffin with spikes. Once the door shuts, blood explodes out of it 
as well as a painfully chilling scream. What could be more awesome? 


| Raychul Presents: 


Velvet Assassin 


Xbox 360, PC 


Publisher: Gamecock Media. 


he lead character is Violette Summer, a beautiful British Intelligence 

Agent who has become number one on the German forces wanted 
list. She is athletic, strong willed, and hardened by all of the things going 
on around her. An ultimate badass with an innocent and damaged core, 
Violette will show you all the terrible sights of World War II. 

Velvet Assassin is a third-person stealth/action game set in 1945, dur- 
ing the hard times of World War || in Europe. You get to choose whatever 
style of gameplay suits you, from more stealth to better weapon handling. 
Then you play through a variety of missions, some based on real events. 
From the within enemy territory you'll sneak, sabotage, and assassinate 
your way through this surprisingly realistic game. 


Onechanbara: 
Bikini Zombie Slayer 


ho could resist a hot chick in a bikini, wielding swords and slaying 

zombies? Aya is the oldest sister who walks around in a bikini, and 
her little sister Saki is in a school girl uniform. Both, however, are quite 
lethal when it comes to taking out zombies. 

The gameplay is typical of a Wii game, where you use the Wii Remote 
to hack and slash your way through zombies. Cooperative play lets you 
bring a friend in to help with your quest and use unique fighting styles to 
kick some zombie butt. 


The Brainy Adventurers 


E eee š — 
Beyond Good € Evil 2 


J- is a sexy, smart, and somewhat sassy reporter. She's the female 
protagonist that any girl (or guy) would love to be. She always seems 
to find herself in quite a bit of trouble, but no problem is too big for her 
to tackle. 

We all loved the first Beyond Good & Evil (a Zelda-style third- 
person action-adventure game), so why should the second one be any 
different? With this long-awaited announcement confirmed, we are 
promised a continuation from the first game, with many new levels and 
gameplay options to be explored. Oh, and not to mention, the graphics 
look beyond amazing! 
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Ways Bionic Commando 
Will Swing Into 3D 


ack in the late 1980s, when the NES ruled the world of console gaming with an iron fist, Bionic 

Commando became one of the early hits for the system. In those days, the simple acts of beating 
on Nazis and using a bionic arm were more than enough to produce a best-selling video game. Now, 
20 years later, Bionic Commando is making a return to consoles, but this time it will be in 3D. Here's a 
look at some of the aspects of this new 3D world. 


4. Armed and (More) Dangerous 

The old Bionic Commando relied heavily on the usage of the hero's mechanical arm. It allowed 
players to swing from one platform to another and avoid falling in pits. And even though the new 
rendition is in 3D, players will still use the arm quite often. People can aim the arm in the direction 
they wish to swing and even use it to pick up objects and hurl them at foes. 


3. Arm-Slinging 

As with many other 3D games, Bionic Commando is going to have a huge city for players to ex- 
plore. Similar to some of the Spider-Man games, players will be swinging through the city with 
their arm and have the freedom to go where they want to. Much of the action, however, will take 
players to specific areas, such as a lush tropical jungle. 


2. Ammo Commando 

Using the Bionic Commando's guns is just like pretty much every other 3D shooter outthere. Weapons 
such as the tarantula (rocket launcher) and machine gun will feel very similar to most other 3D games. 
Swinging kicks and attacks round out the hand-to-hand combat. 


1. Making the Jump 

The old Bionic Commando literally had no hops as players had to use the arm to cross every gap. But 
the upgraded 3D commando is different in that he will actually be able to jump, which will make life a 
lot easier for players this time around. 


The Conduit 


wr enough Mario titles and quirky sports games to last people for a lifetime, it's pretty clear that 
the Wii could use a little variety. Luckily, The Conduit should add some depth to the Wii's game 
library when it is released in March of 2009. The first-person shooter involves eradicating invading 
aliens using a host of cool weapons and alien blasters. 

The main concern people have with the Wii and its first-person shooters is that the point and click 
style of shooting has yet to live up to its potential. But with The Conduit, players will be able to cus- 
tomize the controls to their preferences, which should 
make things go over a little smoother when using the 
Wii Remote and Nunchuk. Once preferences are set, 
players will be able to use a wide range of human and 
alien guns to dispatch enemies. 

Another thing about the Wii is that it isn’t exactly 
noted for its graphics. However, The Conduit does do 
a pretty good job for a Wii game in having a well-de- 
tailed and clean look. The game won't compare to the 
PS3 or Xbox 360 visually, but the aliens and backdrops 
look surprisingly good. The Conduit is worth keeping 
an eye оп. 
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Dark Void 


Y calloused feet have torn across hundreds 
B of miles of cratered terrain on alien worlds and 
WWII killing fields, but how many frequent flyer 
miles have you logged? Dark Void blends the famil- 
iar thrill of incendiary run-and-gun action with ex- 
tended sequences of breathtaking aerial combat. 


Alien Aggression 

When the cargo ship you're piloting plunges into 
the Bermuda Triangle, you're transported to a 
troubled parallel universe called "The Void." This 
harsh realm is infested with would-be invaders 
called "The Watchers," creeps who clank around 
in metallic armor and unload energy blasts at any- 
thing that moves, opposed by a desperate resis- 
tance force comprised of your fellow shipwrecked 
humans. Grab an assault rifle and join the strug- 
gle to gain ground against overwhelming odds by 
blind-firing from behind outcroppings and debris, 
or get іп close and smash the butt of your weapon 
through some jerk's faceplate. 

The gritty visuals, intense firefights, and cover- 
hugging mechanics might initially call to mind an- 
other apocalyptic stop-and-pop classic, but then 
Dark Void turns the Gears of War gameplay me- 
chanic on its side. Thanks to the jetpack on your 
back, the battlefield doesn’t end when you reach 
a cliff—it goes vertical. Peer over the rocky edge 
and continue the assault, letting gravity pull you 
down 15 feet at a time, or clutch a handhold and 


Dead Rising: 


Chop Till You Drop 


he first Dead Rising came out amidst the zom- 
bie craze that struck a few years ago, where 
killing zombies was rehashed in about 50 differ- 
ent ways through multiple films. Luckily, society 
has moved past those dark times, but the people 
at Capcom haven't and are proving this with their 


Swing-Away. 


13 KILLED 
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plant slugs in enemy heads from below when they 
poke out to have а look. Don't get too comfortable, 
either: explosions could shake you loose and send 
you tumbling to your death unless you master a 
simple “grip system” mini-game. 


Flexible Flyer 

You'll improve your armor and weapons with 
scavenged alien technology as you run, gun, 
jump, and climb, but there’s another awesome air- 
borne twist in store. Once upgraded, that jetpack 
strapped to your back is good for more than just 
bunny-hops. With a bit of tinkering, those thrust- 
ers transform you into a full-blown rocketeer, and 
send you soaring across the heavens in pursuit of 
heavily armed UFOs you can cling to, sabotage, 
and even hijack. Dodge turret defenses, evict the 
pilot, and then engage reinforcements in crazed 
dogfights filled with energy weapon special ef- 
fects and fiery destruction. 

With its mix of traditional, cover-based third- 
person ground combat, vertiginous vertical as- 
saults, and flight-simulator aerobatics, Dark 
Void looks like an ambitious attempt to blend 
genres and add appealing new wrinkles to tried- 
and-true gameplay. It’s hard to tell this early how 
seamlessly the different gameplay components 
will gel together, but we can't wait to have the 
heady freedom to pound ground, scale cliffs, and 
take to the skies when it finally hits store shelves. 


release of Dead Rising: Chop Till You Drop. Can 
this game still do well in the post-zombie-craze era 
as it moves from the Xbox 360 to the Wii? 

Those expecting something entirely different 
in the Wii's version of Dead Rising won't be get- 
ting it. The game is still the same and so is the 
story; it’s just that it is on the Wii now with the Wii 
Remote and Nunchuck in use. Players can shake 
the Wii Remote to brush off attacking zombies and 
they point and click it to shoot guns. 

Capcom has changed some aspects of this 
Dead Rising game as they've done some work 
on the save feature. Players complained that 
files didn't get saved often enough, so it's been 
changed to where a save occurs after each mis- 
sion is over. There's still only one save file, how- 
ever. Gotta keep the fear intact somehow, right? 
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Will you have super strength like Superman, control fire with your eyes, 
or suit up with a belt full of gadgets? The choice is yours. 


DC Universe Online 


| over 70 years, DC Comics has been a leg- 
end of the industry, producing epic graphic 
serials that have given us some of the most rec- 
ognizable characters in the world. Even people 
that have never cracked open a comic book know 
many of the faces in its expansive universe, and 
the massively multiplayer DC Universe Online 
will give you the chance to live and breathe in that 
world like never before. 


Origin Story 

Of course, rather than make you a single clone 
amid hundreds of identical Flash and Riddler 
pretenders, DC Universe Online lets you create 
your own unique hero or villain from scratch. 
Character creation goes far deeper than sim- 
ply browsing a wardrobe for costume accesso- 
ries. Does your new alter ego fly, teleport, swing 
on webbing, or sprint up sheer walls? Are you 
a gadget-wielding example of human potential 
like Batman, or a mutant with x-ray vision and 


PC 
Publisher: Blizzard 
Release Date: TBD 


Diablo III 


supernatural control over fire? If it exists in a DC 
comic, chances are it's in the game. 

Whether you choose to become an avatar of 
righteousness or a grim tool of treachery, you'll 
take a personal journey of self-discovery that 
explores the true nature of public service and 
villainy, and uncovers the secrets behind your 
own pastand future. As a champion or evil-doer, 
you'll protect or exploit the citizens and opposi- 
tion, and work to earn the respect of dozens of 
renowned characters, from Green Lantern and 
Wonder Woman to Bizarro and Lex Luthor. What 
drives one man to pursue justice and another to 
consider greed a virtue might not be as simple 
as you think. 


Wrecking Crew 

Combat doesn't follow the largely turn-based 
rules of most MMOs, either, and puts more em- 
phasis on skill than on equipment and raw sta- 
tistics. Whether you're firing pistols from high 


HE 


a 


above the pavement, or super-punching some 
criminal into next week, you'll have to aim 
and time your abilities to yield the greatest 
impact. Similarly, the streets of Metropolis 
and Gotham City's different zones are de- 
structible and interactive, offering up strate- 
gic possibilities and ad hoc weaponry. Bash 
foes silly with a nearby truck, or yank street 
signs out of the sidewalk and putthe concrete 
block left at the end to good use. There'll even 
be major events that let hundreds of players 
work together to defeat colossal threats. 

With so many iconic characters making 
detailed appearances, genre touchstones 
that run the gamut from fantasy to science 
fiction, and decades of memorable source 
material available to it, DC Universe Online 
could offer tremendous variety, not to men- 
tion plenty of room for future expansion. Be- 
sides, who hasn't wished for superpowers at 
one time or another? 


I: been over eight years since Diablo || was released, and people are 
still playing it and its expansion. That should give you a rough idea of 
the kind of addiction this series is known for creating, and there's little rea- 
son to think Diablo III’s dungeon crawling will be any different. 

Only two of the five monster-bashing character classes have been 
revealed so far, but you'll be able to customize each as you gain levels 
via branching skill trees. Only the Barbarian, a juggernaut of enormous 
strength, returns from Diablo Il, and this walking tank is capable of duel- 
wielding massive weapons as you pound demons and screen-filling 
bosses into sandwich meat. The twitchy Witch Doctor, on the other hand, 
lays his foes to rest with strange concoctions that call forth everything 
from fiery torment to locust swarms, and can summon undead minions 
to do his bidding. 

Though some fans have derided Diablo III's expanded palette as the 
second coming of World of Warcraft's cartoonish cuteness, we view these 
widely varied and amazingly detailed warrens of saturated color and cut- 
ting edge special effects with wonder. Not only does Diablo IIl’s artistic 
direction already deliver the prettiest visuals we've ever seen in a Bliz- 
zard game, but the breadth of environments on display makes us wonder 
if we'll ever get tired of tearing hell's lieutenants apart. 


Diablo III will let you pick your character's gender for the first time. Here, a 
female Witch Doctor uses fire to contend with a crowd of creepy jerks. 
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Final Fantasy XIII 


| Fantasy Xlll's multi-platform release 
could be revolutionary. Other than a couple of 
slasher film franchises, nothing has really spawned 
as many sequels as Final Fantasy has. Now with 
a 13th installment in place, Square Enix is looking 
to push the series into unexplored territory with its 
multi-platform package. 


A Bold Move 

Ever since Square Enix announced its intentions to 
release Final Fantasy XIII (PS3, Xbox 360), Final Fan- 
tasy Versus XIII (PS3), and a cell phone game called 
Final Fantasy Agito XIII under the label Fabula Nova 
Crystallis Final Fantasy, people have been wonder- 
ing if they are innovators or have simply lost their 
mind. Only time will tell, but this is a truly unique 
concept and all three games will take place in a sin- 
gle universe divided 
into two worlds. Cocoon 
is appropriately named 
because it's a sheltered 
world that protects peo- 
ple from the monsters 
and dangers of the out- 
side world in Pulse. As 
if the monsters inhab- 
iting Pulse aren't a big 
enough turn-off, people 
who venture into Pulse 
also get quarantined. 


hings have changed since we first got an of- 

fer we couldn't refuse. This time, instead of 
being a lowly gun-toting thug, you step into the 
shoes of The Don himself. A strategy element 
has been added to the gameplay adding an ex- 
tra bit of challenge as you try and expand your 
family's business. 

Godfather Il helps put you in the Mafioso 
mood by adding whatis called "The Don's View." 
Atanytime during the game, you can call up a 3D 
map of the surrounding area (in this case) Miami. 
It shows all the various rackets and crime rings 
andthe families that are running them. Using this 
map you can strategize exactly how you will take 
over the city, conquering multiple crime rings at 
once if necessary. Another added advantage of 


The Godfather II 


PS3, Xbox 360 
Publisher: Square Enix 
Release Date; 2009 


First Lady 

The story of Final Fantasy XIII centers on a heroine 
by the name of Lightning which is interesting be- 
cause the series has never really put a female in the 
lead role of the game. Armed with her gun sword, 
Lightning must battle her way past tons of mon- 
sters and uncover why they've suddenly been ap- 
pearing in her land. Final Fantasy Versus XIII takes 
a different approach in that the lead character, Mr. 
33cm, is a male and is somewhat of a maverick 
personality-wise. Strangely enough, the two will 
be fighting in the same world due to the aforemen- 
tioned single universe concept. 


Prepare for Battle 


Square Enix will once again be trotting out the 
Active Time Battle System as the method of com- 
bat for the game. But this time around it will be 
slightly modified so that players can execute 
combo attacks on their enemies. For example, a 
player can now use a combination of a stab and 
slash attacks instead of just using the stab com- 
mand. Once a player makes their move, the at- 
tacks are animated in beautiful graphics. Going 
beyond the combat, people who played the pre- 
vious installments of Final Fantasy will notice 
that the gameplay is a lot faster in Final Fantasy 
XIII which should definitely please fans of the se- 
ries. Looks like 13 might just be Square Enix's 
lucky number. 


P53, Xbox 360, PC 
Publisher: EA Games 
Release Date: February 2009088 


The Don's View is the ability to send your hired 
gunmen out to various locations to do your bid- 
ding while you accompany your own handpicked 
crew on various misdeeds. The trick is making 
sure you have assembled the right crew to carry 
outthe crime at hand. Breaking into that high se- 
curity building is going to be much easier if you 
have someone who knows how to disarm alarms 
on your team. 

The Godfather Il has a ways to go before it is 
completed and hopefully will play to its strengths. 
The strategy element is an interesting addition 
andis really where the game shines. If EA can get 
the rest of the title to live up to the Don's View, this 
could turn out to be an interesting title for Grand 
Theft Auto fans. 
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Halo 3: Recon | 


ust as this issue of GamePro went to press, 

Halo creator Bungie confirmed that it will re- 
lease Halo 3: Recon, which will serve as a prequel 
to the events in Halo 3. Recon will put players in 
the boots of a UNSC recon soldier for the first 
time in the series. The unnamed recon agent will 
serveas a "new hero" foran all-new story line and 
single-player campaign. The game has been de- 
scribed as both an "expansion" and a “prequel,” 
but players won't need to own the original Halo 
3 in order to play Recon. In fact, Recon will share 
several elements with the original Halo 3, includ- 
ing the full multiplayer and Forge editing modes. 


The teaser trailer, debuted at the Tokyo Game 
Show, shows a catastrophic explosion in a human 
city that is the result of the Covenant's invasion 


of Earth following the events in Halo 2. The cam- 
era then pans to show a group of heavily armored 
Brutes—the ape-like Covenant aggressors fea- 
tured prominently in Halo 3's story line. Judging 
by the footage, the new lead character appears to 
have a high-tech visor that highlights nearby en- 
emies in bright colors. We've received word that 
Halo 3: Recon will play much like Halo 3, so we're 
expecting to see a first-person camera view, fa- 
miliar weapons, and similar gameplay. 


The Halo 3: Recon is being developed by Bungie, 
the now-independent studio responsible for the 
original Halo trilogy. Microsoft confirmed a Fall 
2009 release date, and the game will ship on a 
physical DVD—no word yet on a possible down- 
loadable version, but it seems logical. 


T 


Halo Wars 


inC) words... 
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Things We Already Know About God of War III 


(and what we think about them) 


Even though this came from the trailer, we wouldn't 
be surprised if Kratos looks this great in-game. 


PS3 


God of War III Publisher: Sony 


Release Date: TBD 


ony’s been mum on what to expect from the third iteration of its hit action series God 
S: War ever since the teaser trailer debuted at E?. We've pored over every interview, 
speculative prognostication, and watched all the videos backwards and forwards to bring 
you seven of the game's juiciest details, as well as our expert commentary on each. 


1. 1080p HD 4 GOW3 OMG 

God of War || director Cory Barlog has stated that 
God of War III will be the first true HD entry in the 
series. While it's a given that the game would be 
in HD on the PS3, we're psyched that it's going the 
full 1080p. 


2. Best of Both Controllers 

Barlog has also stated that God of War Ill will make 
use of both the motion-control and rumble ofthe Du- 
alShock 3. We weren't the biggest fans of the bal- 
ance-walk over narrow ledges in previous God of 
Wars, but adding tilt controls to it just might work. 
Atthe very least, adding motion-sensitive actions to 
quick-time events could be interesting. 


3. There's a New Director... 

David Jaffe has founded his own development stu- 
dio, Eat Sleep Play, and his current project is proba- 
bly too twisted to pull away from (see the speculation 
page at the end of the feature to read about it). Cory 
Barlog, who took the reins for the second, no longer 
works for Sony either. According to IMDB, an envi- 
ronmental artist from the first two games, Stig As- 
mussen, will be the director of the third. 


4. But Old Faces Might be Involved 

Despite their distance from Sony, the former directors may have some 
level of involvement in God of War 11. Both have expressed interest 
in contributing in some way to God of War Ill, with Jaffe particularly 
enthused about the possibility. In an interview with GamePro earlier 
this year, Jaffe mentioned that he had written the story for God of War 
Ill (which may or may not be used), and that contributing to the title 
“would be a lot of fun." 


5. Godly Battles Will Abound 

We know round two of Kratos versus Zeus will be in the cards for God of 
War 11. However, he won't get his rematch right away. The trailer for God 
of War IIl is narrated by Zeus, who calls his fellow gods to arms to take on 
Kratos. At the end of the second game, Zeus converses with a quartet of 
gods—Poseidon, Hades, Hermes, and Helios—with the intention of get- 
ting their help. Since this is (probably) the last battle, it's now or never for 
these gods to get their shots in. 


6. It's the End. Maybe. 

God of War Il ended with the ominous text "The End Begins." The teaser 
trailer was peppered with the word "end." Like Halo, we can't see this se- 
ries perpetually creating sequels. Sure, it might go the spin-off route, à la 
Halo 3: Recon, but expect Kratos's quest to end with God of War III. 


7. It Will Redefine the Word “Soon.” 

Last year's God of War: Chains of Olympus featured an ad for God of War III 
in its instruction manual. Featuring the greek letter Omega—coincidentally, 
the "end" of its alphabet with the PS3 logo inside it, the ad promised part 
three would be coming "soon." But frankly, with PS3 hard hitters like in- 
Famous, MAG, and DC Universe Online coming next year, we couldn't 
possibly imagine seeing Kratos in action again until the end of 2009, and it 
wouldn't be surprising to see this game as the linchpin title of 2010. 
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hen describing a game like Heavy 

Rain, you've got to start with 
your most immediate impressions: the 
graphics. Heavy Rain's visuals look so 
phenomenal, so realistic, so lavish, that 
they probably qualify as the most im- 
pressive graphics ever produced for a 
video game. Even the title screen looks 
sensationally realistic. Upon loading 
the game, you're greeted with a close- 
up shot of a terrified (and unnamed) 
woman who glances nervously around 
the screen. You can see the detail in ev- 
ery pore on her face, every twitch of her 
eyes, and every bead of sweat that trick- 
les down her forehead. It looks truly 
magnificent, and it's all in real-time— 
no pre-rendered visual fakery here! 
Part of this magic lies in the details: the 
developers actually motion-capture 
eye movements for their virtual actors, 
lending an air of unnerving realism. 


In the Mouth of Madness 
Heavy Rain is an adventure thriller from 
the developers of Indigo Prophecy, a cin- 
ematic-style murder thriller released for 
the PS2, Xbox, and PC. As in a traditional 
film, the camera angles and movements 
help relate subtle information, from un- 
ease to outright terror. But Heavy Rain 
makes some key advances to Indigo 
Prophecy's uneven gameplay style. 

All we know is what we saw in a 
short scene that may not be in the final 
game. We watched as an unnamed fe- 
male journalist sped through a "heavy" 
rainstorm on a motorbike, zipping be- 
tween cars on the freeway and chat- 
ting on the phone about a potential 
serial killer in the area. Upon arriving 
in a nearby neighborhood, players as- 
sume control of the journalist as she 
walks to a suspicious house that (may) 
hide a rumored killer. In Heavy Rain, 
developer Quantic Dream is throwing 
away everything you thought you knew 
about "controls." When you need to 
walk forward, you press and hold R2; 
this reduces confusion when the cam- 
era direction changes and, like a rac- 
ing game, should keep you on-track. 
The left analog stick controls your 
character's head and influences your 
walking direction. When you want 
to interact with the environment— 
knocking on a door, for example— 
you move the right analog stick. And 
when you need to choose between sev- 
eral interactive options—knocking on 
a door versus ringing the doorbell, for 
example—you physically tilt the Du- 
alShock 3 controller to highlight your 
selection. The controls allow players 
to perform multiple actions at once— 
walking and interacting with nearby ob- 
jects, for one. And because the controls 
rely upon motion sensing, the barrier to 
entry looks to be greatly reduced. 
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After ringing the doorbell, knock- 
ing, and calling out, our intrepid journal- 
ist is greeted with eerie silence—nobody's 
home. Walking around to the back of the 
house, she decides it's time to break in and 
Score some incriminating photos of the al- 
leged serial killer. Though her actions are 
foolhardy, she's riddled with fear, a fact re- 
flected in Heavy Rain's "internal dialogue" 
concept. At any point, you can listen to your 
character's doubts, insecurities, and ra- 
tionalizations about the current situation. 
These moments of waffling help bond you 
to the character, but they can also provide 
important clues. 


Dark Dreams 

We're not going to reveal the minute- 
to-minute details of what happens in- 
side the house, but we can say this 
much: the home owner is one sick, de- 
mented puppy. Creeping through the up- 
stairs bedrooms, the journalist stumbles 
across some ghoulish evidence (hint: the 
evidence involves taxidermy and nurse 
outfits). Unfortunately, the owner comes 
home at an inopportune time, leaving our 
heroine trapped upstairs! 

The game offers many solutions to 
this quandary. If you're careful and quiet, 
you can maneuver the woman back down 
the staircase, directly past the reclin- 
ing killer, and escape through the garage 
door. But if you accidentally step on a 
squeaky floorboard, the killer will wise up 
and begin stalking you through the house. 
If he catches you, you'll have to fight him 
off with quick-time event button taps and 
quickly escape before he recovers. De- 
pending on the method you use to es- 
cape the house, the developers claimed, 
any number of events could happen: if 
you escape without being noticed, the 
killer will be arrested; if he sees you, but 
you escape, he'll commit suicide; if you 
reach a phone and call the cops, they'll 
charge in and rescue you. And of course, 
you could end up being the next victim of 
the killer's macabre display. Each of these 
possible outcomes could have a ripple 
effect across the broader story line in 
Heavy Rain, impacting other characters or 
events. Because Heavy Rain will include 
several different playable characters, the 
possibilities begin to look almost infinite. 


Total Downpour 

Some of the concepts in Heavy Rain are 
difficult to describe. But we're suckers 
for lavish graphics and cinematic camera 
styles, both of which Heavy Rain has in 
spades. Whether Heavy Rain shat- 
ters video-game conventions 
once and for all is up for 
debate, but its mastery of 
mood, camerawork, and 
visual realism make it 
a must-watch title for 
all PS3 owners. 
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I Am Alive 


Tear! Jam's Eddie Vedder once famously as- 
| serted “Hey, |, oh, I’m still alive.” That's a 
sentiment that could be echoed by the central 
character of | Am Alive, Ubisoft’s upcoming di- 
saster-survival title that may just jump-start a new 
subgenre of survival horror. 

From what we've seen, water seems to be in 
scarce supply after a natural disaster strikes Ad- 
am's home city of Chicago, toppling buildings, 
collapsing streets, and leaving little in the way 
of HO in its wake. Only eight days after the ca- 
tastrophe, the city is in ruins, and citizens have 
turned violent in trying to survive. More than one 
GamePro editor subscribes to the theory that the 
calamity is actually a majority of the world's wa- 
ter supply instantly evaporating, as supported by 
the want for water, the streets imploding where 
water pipes would be, and the fact that Adam's 


The House 0% the Dead: Overkill 


bega hit gaming gold, perhaps unexpect- 
t edly, when its light gun compilation title, The 
House of the Dead 2 & 3 Return, hit big on the 
Nintendo Wii. Since Nintendo seems to be con- 
tent letting other people make use of its Zapper, 
a handful of developers have utilized the cheap 
plastic accessory to enhance the feel of shooting. 
Most have been otherwise-fine, functioning first- 
person shooters, while a few companies have fol- 
lowed Sega and resurrected old light gun games. 
With its upcoming The House of the Dead: Over- 
kill, Sega is looking to make a light gun game that 
reflects the Wii's strengths, and a more accept- 
able horror look. 


d 


Resident Evil with terrible voice acting and stiff- 
looking characters, Overkill is redefining the style 
of the series. The stage | got to check out was 
set in a carnival, the visuals covered with a layer 
of film grain that gave the game a feel that falls 
somewhere between Grindhouse and old-school 
zombie flicks. The zombies looked a little tougher, 
scarier, and more bloodthirsty—way less stiffthan 
The House of the Dead norm. 

The enemy that really caught our eye was 
the gigantic creature that seemed to have a re- 
animated conjoined twin growing from its stom- 
ach. When | first saw images of this creature, 
memories of Kuatto in Total Recall came to mind. 
Nothing could prepare me for when the demo 
closed with the twin opening his eyes and letting 
out an infantile scream. It managed to do what 
precious few games ever had—it simultaneously 
scared and disturbed me. 


Ov 
While still early in development—only one gun 
was usable at this early stage—Sega was able 
to provide a few choice gameplay tidbits. In or- 
der to keep frustration as low as possible for all 
involved, Overkill offers a variety of ways to re- 


coffee cup falls to the ground empty. We still can't 
quite explain the ominous beeping cell-phone call 
Adam received right before the event. 

We're not the only ones obsessed with this 
game already. Eagle-eyed trailer watchers have 
latched onto | Am Alive the ways fans have 
scoured shows and movies like Lost and Clover- 
field, hoping to find clues in the patchwork. One 
such Easter egg was a URL referencing Ruau- 
moko, the Maori god of earthquakes. We're really 
hoping Ubisoft can hit its tentative Spring 2009 
goal for this game, and we also have our fingers 
crossed that | Am Alive will succeed where games 
like Disaster Report and Raw Danger have failed. 
Give us more action and less survival simulation, 
Ubisoft, and understand that sometimes an un- 
predictable environment is scarier than zombies 
or vampires could ever be. 


load. The faster method is to shake the Wii Re- 
mote, though the game will also auto-reload if 
you fire a few times after emptying a clip. Sure 
beats the game shouting "Reload!" while flashing 
text in your face! If a zombie gets too close to you, 
Overkill adds the ability to pistol whip the ghoul to 
avoid a nasty bite. 

The game has two features that should 
keep the zombie blasting from getting monoto- 
nous. "Slow Mofo Time" unlocks a sort of bul- 
let-time that slows the zombies even further, 
creating a less stressful environment in which 
to obliterate the undead. "Evil Eye" points 
out background items that are interactive—a 
flaming barrel for example—allowing you to 
kill a lot more zombies than a simple gunshot 
would. A final slight addition is the ability to 
check your peripheral vision. By pressing left 
or right on the thumbstick during the game, 
you can look further to the sides dur- 
ing the action. This will probably come 
in handy since this game looks to in- 
crease the undeath toll substantially. 
Sega's playing this one close to 
the chest—they won't answer my 
questions about making Typ- 
ing of the Dead an unlockable 
mini-game—but we'll keep a 
close eye on this killer title. 


т 


m 
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Cole's parkour skills can take him to some interesting places 


е PS3 
inFamous 


@nFamous starts off with a bang, literally. Cole, 
1... character you play іп the game, gets caught 
in a massive explosion that levels six city blocks. 
As the only human who survives the blast, Cole 
discovers that he has developed superhuman 
powers that allow him to control electricity. 

Here's the hitch: In the days after the explo- 
sion, the city has become dangerous and chaotic. 
Fires, looting, and disturbing paranormal effects 
have led the government to quarantine the entire 
population, and the end result is absolute law- 
lessness. Organized crime has asserted itself in a 
major way, led by a red-robed gang known as the 
Reapers. Oh, and Cole is not the only human to 
have developed superhuman abilities. 


Electro Meets... Spider-Man? 
In inFamous, you can roam the city as you please, 
andas you do so, you'll encounter and trigger mis- 
sions, dust-ups with enemy forces, and even su- 
perhuman bosses. The gameplay reminded us 
quite a bit of Crackdown. 

Electricity is your friend. In many ways, in- 
Famous is a third-person shooter with a totally 
unique set of weapons that utilize electrical cur- 
rents instead of guns and bullets. The powerful 
blast that destroys the city also grants you to- 
tal control over electricity. As you play through 
the game, you gradually learn and develop new 
powers. At the beginning of play, you hurl sim- 
ple electrical bolts at enemies, but shortly af- 
ter starting, you learn how to generate massive 
electric pulses that can overturn cars and cause 
large amounts of damage to groups of people. As 
you fire your bolts of electricity, the energy arcs 
between nearby steel objects, which can cre- 
ate some interesting chains of attack and adds a 
layer of complexity and coolness to combat. 


Cole can use electricity in a healing capacity 
as well. When you get hurt in battle, you can draw 
electricity from the power grid to heal. And you 
can help innocent bystanders who get hurt during 
fights by using your hands as defibrillators. 

Sucker Punch Productions, the design team 
responsible for the Sly Cooper series, is plan- 
ning on using the notion of electricity in some 
fairly devious ways. Some battles in inFamous, 
for example, take place in areas of the city that 
are devoid of power, adding an extra layer of 
challenge to the battles. 


Shortly after beginning to play, it becomes 
clear that there are multiple superhumans roam- 
ing the city, and many of them are bad, bad peo- 
ple. In the game demonstration we witnessed, one 
of these super villains had the power to teleport, 
and was using this power to continuously fire a gun 
at Cole from different locations. During this battle, 
Cole was able to gain the upper hand by unleashing 
a barrage of lightning that fell upon multiple areas 
atthe same time. Bye-bye, pseudo Nightcrawler. 

One of the elements of the game that sur- 
prised us was the vertical nature of play. It turns 
out that prior to developing his powers, Cole 


excelled at parkour, also known as urban climb- 
ing or free running. This skill allows him to quickly 
and easily climb up buildings, poles, and other 
objects in the city. At one point during our demo, 
we jumped from a moving train onto a building 
and climbed up to the roof, where we encoun- 
tered and electrocuted numerous members of the 
Reaper gang. 


Hero or Anti-Hero? 

Graphic novel-style cut-scenes advance the story 
as you play. Sucker Punch and Sony were fairly 
vague about the key elements of the story, but on 
the surface, it appears to be standard superhero 
fare. After developing your powers, you decide to 
help save the citizens of the city from the clutches 
of organized crime. 

As you fight your way through the circles of 
crime, you develop a reputation based upon your 
actions. If your battles save or spare the lives of 
citizens, you become a famous and popular hero. 
If you kill or injure lots of civilians during your 
fights, you become infamous. How the city per- 
ceives you will impact the types of rewards, the 
missions, and the gratitude you receive for at- 
tempting to save the city. 

inFamous is a contemporary superhero game 
at its core. One hint that we might see some inter- 
esting nuance and subtlety, as opposed to a pre- 
dictable sense of right and wrong based solely 
upon collateral damage, occurred towards the end 
of the demo, when game director Nate Fox men- 
tioned that early in the game, Cole gets framed for 
actually causing the city-leveling explosion him- 
self. A pirate radio station starts these rumors, 
which are based upon the fact that he has these 
special powers...and was at the center of the blast 
when it occurred. What's a human battery to do? 
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MadWorld 


n the Wii, it seems as though M-rated games 

not named Resident Evil are destined to die 
8 bloodless death. No More Heroes, though loved 
in the hallowed halls of GamePro's office, didn't 
find the same adoration on store shelves. Mortal 
Kombat similarly couldn't match its counterparts 
in terms of sales. Sega, and its newest develop- 
ment subsidiary, Platinum Games are working on 
a game that is the Wii's bloodiest yet—and hope- 
fully the most critically and commercially suc- 
cessful to boot. 


Much like No More Heroes, MadWorld's story 
and setting are both refreshingly simple, borrow- 
ing from familiar sources while making a name 
of its own. In MadWorld, you control Jack, a man 
fighting for his life on an ultra-violent game show, 
much like Arnold Schwarzenegger's classic action 
flick The Running Man. All the while, your adven- 
tures are being covered with colorful commen- 
tary by a pair of foul-mouthed announcers—one 
of whom I'm almost sure is voiced by Whose Line 
is it Anyway? star Greg Proops. 

The color scheme for MadWorld seems to 
consist of varying shades of black, white, and red, 


with dabs of yellow for the comic-book styled ex- 
clamations accompanying big hits—think a more 
mature version of Batman's "BAM," "ZAP," and 
"KAPOW." The recently-shown stage—a down- 
town subway station—has an old-school style, 
and is filled with fatality-enabling items. Jack 
himself is still a bit of a mystery to us, looking like 
a mix between Marcus Fenix and Marv from Sin 
City. Hopefully there will be more to learn about 
Jack in the coming months, and he'll be every bit 
the awesome protagonist Travis Touchdown was 
in No More Heroes. 


MadWorld's latest demo is filled with amazing ac- 
tion sequences. The best of them features Jack 
riding a motorcycle down the side of a build- 
ing, and onto the street towards his next des- 
tination. The demo features Jack riding there 
uninterrupted, but | have been told that mo- 
torcycle riding will be an even bigger part of 
the final product, with enemies to combat in 
Mad Max fashion. Jack's ultimate destination: 
a subway station, wherein a cavalcade of cro- 
nies are fit for filleting. Jack earns points by 
killing these nobodies, and can use the points 
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to unlock mini-games—like human darts—and 
eventually, boss battles. One previously seen 
boss is Little Eddie, a giant ogre, who can toss 
Jack around like a rag doll, but is susceptible 
to chainsaws to the shin. This time around, 
Jack's opponent is a smaller, yet more sinister 
baddie named Herr Frederick Von Twirlenkiller, 
whose primary weapon will throw you for a 
loop-— literally. 

Twirlenkiller's hands are fitted with what 
look like jet engines. The fight between Twirlen- 
killer and Jack starts with our hero down the 
street, and the boss-tossing torrents of torna- 
dos in Jack's path. After carefully dodging the 
waves of whirlwinds, Jack is finally able to en- 
gage in combat with Twirlenkiller. Jack's able 
to unleash some pretty brutal moves, but the 
best move belongs to the enemy—Twirlenkiller 
can grab Jack and take to the skies. In order 
to escape his nemesis' grip, you have to match 
a series of inputs. The demo concludes with 
that battle, but my anticipation hasn't. With 
Nintendo seemingly taking a breather for 2009, 
this may be the year that third-parties finally 
shine. l'm betting MadWorld will ably fill the 
void left by Mario, Zelda, and Samus. 


= Modern control 
for classic games 


The Wing™ Wireless Controller is a totally awesome way to breathe new life 
into Wii™ Virtual Console™ games. Enjoy up to ten feet of wireless freedom 
— no cord connection to the Wii Remote™ required. Space-age technology 
delivers up to 30 hours of playtime on two AAA batteries — or play into the 
future using a USB cable and any standard rechargeable balteries*. 1Р5 the 
ultimate control for the next generation of gamers. 


*USB Cable and Rechargeable batteries not included. 


Available at your favorite retailer. Or turn on your personal computer and z 
go to the World Wide Web: www.nuko.com. Ask your parents for help! NYKO 


Ninja Blade 


fter many years as the king of ninja moun- 

stain, Ryu Hayabusa's reign is being seriously 
challenged. His latest adventure, Ninja Gaiden II 
was merely kinda awesome. And his modern-day 
director of choice, former Team Ninja leader To- 
monburu Itagaki, has left Tecmo, with the future 
of his helmed franchises in the unsure hands of 
newer employees. Thus, the opportunity has pre- 
sented itself for another ninja to sneak behind Ryu 
and slit his famed franchise's throat. 


Microsoft is making a pretty big gamble with 
Ninja Blade. By publishing a game that's eerily 
close in concept to Tecmo's bread and butter, it 
risks alienating one of the system's most staunch 
Japanese supporters. This time around, the ninja 
action is being created by From Software, who 
has history with Japan's most dangerous profes- 
sion. While the company's previous ninja series, 
Tenchu, trended towards stealth, what we've 
seen of Ninja Blade suggests this game will be 


everything but. The teaser trailer showed a ste- 
ampunk-style ninja leaping down the side of a 
Skyscraper, running across the side of the build- 
ing as he sliced and diced demons on his down- 
ward path. If that's indicative of the final project, 
Ninja Blade could make the brutal battles of Ninja 
Gaiden look like an episode of Hello Kitty. 


Last Flight 


irplane flights are pretty frightening. Whether you're anxiously won- 

dering whether the plus-sized family boarding will be in your row or 
paranoid your iPhone will cause the plane to plummet, the process of fly- 
ing in a giant metal tube with tiny bathrooms for hours on end is rarely ap- 
pealing. Just be thankful you're not in the shoes of Larry Adelman, the food 
critic protagonist of Last Flight. His flight is full of bloodsuckers. Literally. 

Last Flight takes place on an airline that started off harmlessly 
enough, but has taken a turn for the worse when Larry's fellow passen- 
gers turn into vampires. Your task in the game is to figure out what the 
cause of this airborne calamity is, how to survive it, and hopefully, save 
the others. Thankfully, the airport security in the world of Last Flight is 
pretty lax, so you'll have plenty of weapons to defend yourself with, 
many made from standard items you'd find on an airplane. One featured 
weapon is a whip, which reminds us of the early days of the Castlevania 
franchise. If Castlevania ever took place on a Boeing, that is. 

Color us intrigued about this one. The art style is very anime-pulp 
comic, which is a perfect fit for the campy story. The hero is a food critic, 
who is as close to a game reviewer hero archetype as we could ever 
hope for, and the setting is pretty original. Being stuck in such a confined 
space for the entirety of a game could be disastrous, but if it pans out, 
Last Flight could be a blast. 


MAG: Massive Action Game 


hile God of War 

3 caught all the 
headlines at ЕЗ with 
its debut trailer, MAG 
(short for Massive Ac- 
tion Game) represents 
more of a shift for 
Sony, as a developer. 
Using the talents of 
SOCOM creators Zip- 
per Interactive, MAG 
mixes a tried and true online console genre in shooters, with one that 
has thus far been poison outside of the PC in the MMO. And believe us, 
this game puts the M in MMO, with a massive 256-player limit in these 
large scale battles. 

From what we've heard thus far, it seems as though Zipper is 
taking the best of both worlds and intricately weaving them to- 
gether to create a perfect gameplay balance. Instead of trying to 
get a word in edgewise amongst 128 squadmates, MAG breaks 
down the battles into squads of 8. Some may hear about this fea- 
ture and decry it as decidedly un-massive, but we think it's for the 
better. While we've never set foot in any real-world war zone, we 
can assume that the biggest battles have to consist of various sub- 
groups with differing objectives. As long as MAG's final product 
does well by making each group feel like a part of the collective 
whole, we'll be cool with it. 

What will it take to "do well"? The obvious feature is allowing 
to see other competing and allied groups, and, if possible, all 256 
players. It's a tall order for even a formidable console like the PS3, 
but gamers will accept no less. We'd also love to be able to switch 
between squads, combine depleted forces to better strategize. Not 
to mention...dare we say it...some sort of single-player mode? We 
know, we know, the M, but still, doesn't hurt to dream. 
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O Baseball has never 
seen a park like this. 


Welcome to the zaniest ballpark ever! Choose from a variety of games to play with gour ES 


favorite pros and challenge each other to baseball’s wacky versions 
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Punch-Out'! 


fter months and months of rumors, Little 

Mac is finally back in Punch-Out!!, the new- 
est iteration of one of Nintendo's most fondly-re- 
membered franchises. Looking to mix the series" 
staple of deducing enemy fight patterns with the 
motion controls of the Wii, this main event fight- 
er's upcoming bout is attracting a lot of attention. 


Punch-Out!! takes most of its cues from the origi- 
nal NES classic. Little Mac is once again the star 
of the show, looking more like he did in the orig- 
inal than the anime-inspired look he had in Su- 
per Punch-Out!!. All of his confirmed opponents 
thus far are old-school enemies— perennial push- 
over Glass Joe, mustachioed meanie Von Kaiser, 
and the gargantuan King Hippo. The memorable 
match theme from the first should also make a 
return, as we've heard it played over the debut 
trailer. It seems as though the game will stick with 
the original's fighting features, with Maconly able 
to punch when he has stamina, and bonus stars 


Mario ё? Luigi RPG 3 


he plumbing adventurers are returning in 

2009, but not in their traditional platforming 
fashion. The Mario brothers are returning for an- 
other role-playing quest in the tentatively titled 
Mario & Luigi RPG 3. Fans of the GBA original and 
its DS sequel should be familiar with the game's 
unique fighting method, its cartoonier-than-usual 
style, and offbeat humor. Once again, Bowser will 
function as a playable character, though we also 
spotted him in battle against his mortal enemies. 
Is heatentative ally, or will this game let you serve 
both the good and evil sides? 

Our brief look at the game showed a caval- 
cade of oddities that can only be found in the Ma- 
rio RPG series. From morbidly obese Toads to 
Bowser, learning how to eat mass quantities, the 
game looks to be as weird as it is enjoyable. Once 
we start seeing more of the game in English, we'll 
be able to get a grasp at what's going on, but the 
game is already looking like it'll be a hoot. 


being awarded for successful counter attacks, al- 
lowing Mac to land devastating uppercuts. 


The first, most obvious change from the series 
norm is the inclusion of motion control, and 
it'S what will likely make or break this game. 
The first two titles included precision punch- 
ing done the old-fashion way with button 
presses. It was warranted by the very nature 
of the arcade-style fighting needing extremely 
responsive controls. Thus far, Nintendo has in- 
cluded boxing mini-games in two of its flagship 
games—Wii Sports and Wii Fit. The former was 
arguably the weakest mini-game in the launch 
title, with the fighting being too frantic for its 
own good. By including the Balance Board, Wii 
Fit worked slightly better, but since it was ex- 
ercise activity, it was too slowly paced to really 
have that crazy, Punch-Out!! feel. Hopefully 
Nintendo has used those titles to refine the 
formula so that the motion-controls in the Wii 
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version can match up to the eight- and 16-bit it- 
erations. And if not, there better be compatibil- 
ity with the classic controller. 

Punch-Out!! also seems to be a bit more 
cartoony than the original games. The graphics 
have a cel-shaded look to them, and the trailer had 
a few crazy animations, like pineapples circling a 
dazed King Hippo's head, and croissants flying out 
of Frenchman Glass Joe as he dropped towards 
the canvas. Granted, the series has never been a 
realistic boxing sim, butthis game looks to pick up 
new fans with a slightly wackier approach. As long 
asthe end result doesn't betray the hardcore fans 
ofthe original, we'll let it stand. 


AVAILABLE NOW! 
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Red Faction: Guerilla 


t has been 50 years since the events of the orig- 

inal Red Faction, and the Earth Defense Force, 
who liberated the oppressed miners from the grip 
of Ultor, has become the very corrupt organization 
they freed the Martian planet from. Now, Alec Ma- 
son must lead a new rebellion alongside his fel- 
low miners utilizing their strongest advantage: 
guerilla warfare. 

From the moment you take up arms in Red 
Faction: Guerilla, you'll be able to tackle mis- 
sions in any of the game's six major areas at 
your leisure. As you press onward, leaving a 
string of collateral damage in your wake, keep 
in mind that any environmental damage you in- 
flict will persist until you come back for more or 


Rhythm Heaven 


in C) words... 
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build the rubble back up again utilizing the new 
Reconstructor backpack. 

Guerilla's multiplayer, whose beta ended 
back in August, also plans to utilize this com- 
pletely physics-based destruction while also 
including an experience point-based system. 
Of particular interest is Damage Control (cap- 
ture and hold) which has players blowing apart 
the pre-existing fortifications of one point and 
rebuilding them with their own fortifications 
using the aforementioned Reconstructor back- 
packs. A variety of 10 power-up backpacks —in- 
cluding a jet pack—coupled with the constant 
environmental damage should help to shape 
this multiplayer experience into a wild one. 


Resistance: Retribution 


esistance is going mobile, and to help with 

the transition developer Insomniac has de- 
cided to hand the reigns over to Sony Computer 
Entertainment America's internal studio: Sony 
Bend, of Siphon Filter fame. 

Nestled between the events of Resistance: Fall 
of Man and its sequel, Retribution continues the 
fight on the European front as seen through the 
eyes of James Grayson, a former British marine. 
Along with our new hero is a new perspective, with 
the camera switching from the old first-person 
view to an over-the-shoulder, third-person view. 

And it just wouldn't be a Resistance title 
without an arsenal of unique weapons at your 
disposal. "We've created some exclusive weap- 
ons for our game, all of which have been vetted 
by Insomniac from the idea-stage down," as- 
sures Sam Villanueva, Retribution's senior de- 
signer, in an interview with Joystiq.com. "The 
weapons are easily the most fluid and fun part 
of the development process." 

With the PSP's absence of a second thumb 
stick, however, some might be skeptical as to how 
precise a shooter this title could be. To address 
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this issue, you're able to switch on the fly between 
auto-aiming and free-aiming with the click of the 
directional pad. When auto-aiming, a rectangu- 
lar "assist box" will appear around your cross 
hair which will allow players to target individuals 
in their field of vision by using the face buttons. 
It looks like the game is being custom-tailored to 
play to the PSP's strengths, which should make 
the end product tough to resist. 
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The Sims 3 


he Sims is a series that can be viewed through 

a variety of different lenses; where some 
might see a virtual sandbox, others might see an 
elaborate social experiment. But between all the 
home building, interior decorating, and Sim tor- 
turing, one aspect that has always taken the back- 
seat is the game itself. 

You know what to do—become successful, 
fall in love, buy stuff—and what not to do—die 
lonely and bankrupt—but outside of these ba- 
sic parameters we are left almost entirely to 
our own devices. While this may be good for 
some, there are those out there who just need 
a little more direction, coupled with the sub- 
sequent feeling of accomplishment, from our 
video games. 


That's where The Sims 3's new Wishes system 
comes in. Based on your character's person- 
ality, career choice, and skill set the game will 
assign to you various short- and long-term chal- 
lenges, which you may choose to pursue or ig- 
nore completely. Completing these objectives 


a 


or those of you who've seen too many B- 

movie horror flicks, this one's for you. 
Released for the arcade back in 1988, Splatter- 
house was originally a side scrolling beat-em- 
up with a heavy emphasis on blood, gore, and 
a protagonist modeled after Friday the 13th star 
Jason Voorhees. Now, Namco Bandai has de- 
cided to throw this bloody IP to the wolves at 
Bottlerocket Entertainment (The Mark of Kri) to 
see what sort of twisted reimagining they could 
conjure up. 

The tale of Splatterhouse, whose modern up- 
date is being penned by Gordon Rennie (Judge 
Dredd), revolves around Rick Taylor, a student who 
discovers a cursed mask which grants him super- 


will earn your Sim various rewards, such as a 
new love interest or career advancement. 

To help you managethis constant influx of new 
assignments, the team over at EA has expressed 
their desire to lessen the player's role as a virtual 
baby sitter. The eight attribute bars—which mea- 
sured factors such as sleep and hygiene—have 
been condensed into a humble three. Naturally, 
your characters will still need to eat, sleep, and 
relieve themselves, but now they are much more 
self-reliant. And what the Sims loses in mundane 
housekeeping, it gains in virtual storytelling. 


Stepping outside the comforts of your own home, 
Sims 3 invites you to become part of an entire vir- 
tual neighborhood, populated with a wide array of 
other off-the-cuff families just like yours. Through- 
out the day they'll eat, sleep, and mow the lawn; 
and are basically there to help you flesh out your 
Sim's own personal story. 

Perhaps your Sim gets himself beaten up by the 
bully down the street, or finds himself mixed up ina 
scandalous love triangle with two other locals. 


Splatterhouse 


natural abilities after his girlfriend, Jennifer Wills, 
is kidnapped by the sinister scientist Dr. West. 

Rick could easily be likened to a person-shaped 
sack of meat, bones, and miracle grow. Instead of 
having the typical health bar on screen, whenever 
Ricktakes damage a chunk of body is just ripped right 
out of him. Naturally the more damage you take the 
closer you become to being a walking skeleton. And 
itgets better: in orderto heal, you call upon the magi- 
cal, restorative properties of your hockey mask and 
your hole-filled body grows back like crab grass. 

As a gore filled, third-person action title, fol- 
lowing in the vein of God of War, Splatterhouse 
is certainly an out-of-nowhere revival that should 
warrant one's morbid curiosity. 


In determining your interactions with others, the 
Sims is once again receiving a system overhaul, 
which replaces the Sims 2's five personality slid- 
ers with a wide variety of personality traits that 
you can assign to your character. 

If you want your Sim to be introverted, give 
him the shy trait. If you want your Sim to be a thief, 
who steals from the neighbors, give him the klep- 
tomaniac trait. Close to 80 different traits will be 
available to you at the start to mold your Sim into 
whatever crazy archetype you want. Prepare to 
get addicted, once again. 
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Sonic and the Black Knight 


felt it, too, when | saw Sonic brandishing that 

sword for the first time. That uneasy feeling in 
the pit of my stomach that recalled the last time | 
ate Sonic (the fast food restaurant, sickos). Sonic 
the Hedgehog? With a weapon? The last time Sonic 
Team attempted to put a weapon in an animal's 
hand, it was in Shadow the Hedgehog, and the re- 
sults were, to put it kindly, a fetid abomination 
against all that is good in gaming. After an exclu- 
sive demo, however, the sword-brandishing speed- 
ster actually has me as excited as | wasthe lasttime | 
was inside Sonic (again, the fast food restaurant). 


Let's preface the demo by stating the obvious. 
Sonic the Hedgehog is on a roll, experiencing a 
renaissance unseen since the days of the Sega 
Genesis. While Sonic Unleashed— pending final 
review, of course—looks to be the best 3D out- 
ing yet for the blue blazer, the platforming mas- 
cot is taking some pretty brave risks by appearing 
in games that think outside the box, like Mario 
and Sonic at the Olympics, and Sonic Chronicles. 
And let us not forget Sonic and the Secret Rings, 
Sonic's previous Wii outing, on which The Black 


Knight's engine is based. That's not to say that 
The Black Knight is a carbon copy of The Secret 
Rings, as the game includes some fun features to 
separate it from that title. 


By now, a handful of game developers have tried 
their hand at making swordplay work on the Wii, 
with only a scant few succeeding. The ones that 
have succeeded have generally not included main 
characters who can top out at Mach One. With that 
in mind, Sonic Team has implemented whatseems 
to be the least swordplay-feeling combat system 
ever used on a Wii Remote, and we couldn't be 
happier. You see, Sonic is, was, and will forever be 
aboutthe speed, and Sonic Team has thankfully fi- 
nally learned this. Any swinging of the Wii Remote 
while Sonic is running will result in a side-to-side 
swing that doesn't require any stopping, slowing, 
or second-guessing. If you think that's the hedge- 
hog's only move, however, think again. 

Sonic does have one move that requires he 
put on the brakes, however temporarily. If you 
press B, the speedy hero will charge a sword 
strike, which can be unleashed by swinging the 
Wii Remote. Sonic's airborne sword attacks in- 
stantly recalls his homing attacks in previous 3D 
titles. When you press A to jump, swinging the 
Wii Remote will have him dashing at nearby en- 
emies in succession, performing a handful of dif- 
ferent strikes on them. Our favorite sword move, 
however, doesn't even require an enemy (not that 
we've seen yet, at least). 

When faced with a large stone wall, most ad- 
venturers—even ones with the agility of Sonic— 
turn around. In The Black Knight, that’s notthe case 
at all. When jumping 81 a wall, Sonic can thrust his 
sword into the stone, using it as a climber would 
a grappling hook. By doing this, Sonic can gradu- 
ally scale walls. He can also use this to slide down 
them safely, leaving a trail of sparks in his wake. 
| begged and pleaded for Sega to include a large 
curtains and ship sails to perform this move on, 
while tearing fabric. And if they don't, they must 
make the next Sonic game pirate-themed. 


Here's another feature that Sonic Team is bravely 
re-introducing—there will be villagers to converse 
with. Now, before visions of Sonic the Hedgehog 
360 fill your nightmares, let me talk you down 
from the ledge. Villagers will only exist within the 


games action stages and will be completely op- 
tional to speak with. | didn't get to see much in- 
teraction between Sonic and his supporters, but 
itseems as though he can perform side missions, 
buy items, and, if you're feeling evil, take a swipe 
atthem (though good luck attempting option A or 
B if you go that route). Like the Arthurian legend, 
Sonic needs his supporters, and getting the com- 
mon man on your side will make his quest all the 
more easy. 


And what is his quest? Well, Sonic has once again 
been transported to a storybook setting away 
from the Eggmen of the world. This time, he's 
been sent to medieval times, summoned by Mer- 
lina, Merlin the magician's granddaughter. To help 
the Hedgehog in his quest, Merlina bestows upon 
him a mystical sword called Calibern. The stage 
we saw was set in a traditional medieval village, 
teeming with evil armor-wearing baddies and 
cowering townspeople. Additionally, Sonic will 
visitother areas of Arthurian lore, like grassy high- 
lands and dense misty forests. 

Seeing as how the game stars a speaking 
bipedal hedgehog, we'll give the game a pass 
for not rooting itself in historical fact when it 
comes to visuals. It has a nice storybook style, 
but like The Secret Rings, it's a bit rough around 
the edges in terms of graphical fidelity (though 
that also may be the game's early development 
stage). The music seems to mix the series' tradi- 
tional crap-rock with a fanciful renaissance faire 
style, which is better than taking it straight. 

Sonic's next Wii adventure is tentatively 
scheduled to come out during the Spring of 
2009. With Mario taking an extended breather, 
could the platforming crown inch closer to the 
Black Knight? 
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lizzard Entertainment's StarCraft || is stepping up, embracing, 

and further refining the series’ complex army management 
style whose precise rock/paper/scissors balancing has allowed the 
original to become a South Korean national pastime. 

Now, Blizzard is pulling out all the stops to ensure that this 
sequel is everything the diehard StarCraft fan could dream of, 
and then some. From the Protoss's Mothership—which can stop 
projectiles mid-air, to the Terran's Reapers—who can maneuver 
through uneven terrain, to the Zerg's Banelings—creatures whose 
sole purpose is to explode all over their enemies. 

In between missions of the Terran campaign players will take 
control of Jim Raynor and select where in the galaxy they would 
like to tackle their next assignment. On the flip side, Battle.net 2.0 
is set to launch in its most basic form alongside the game, with 
plans for additional features to be gradually implemented. 


Warhammer 40,0004 
Dawn o£ War II 


elic Entertainment's Dawn of War 2 is moving away from 

the grand scale conventions of other real time strategy ti- 
tles by bringing players down to a more intimate level with a 
focus on smaller tactical squads. 

With each squad member you'll be able to adjust the paint 
on their war gear in the hope that players will build an attach- 
ment to their troops as they progress. Drawing from their own 
Company of Heroes, units in DoWII will be able to react to bat- 
tlefield changes—such as seeking cover when under fire, or 
pulling a fallen teammate from harm's way. 

Whether you go it alone or co-op with a friend, the hellish 
universe of DoW ll is опе that can be tackled in the order of your 
choosing. And if multiplayer is more your style, the game will 
be supporting the now free Games for Windows Live service at 
launch. Strategy players should watch this closely. 


Suikoden: Tierkreis 


uikoden, thecritically-acclaimed Konami RPG 

series, is taking a page from Dragon Quest's 
playbook and taking the next iteration of the se- 
ries exclusively to the DS with Suikoden: Tier- 
kreis. The massive party-building role-player, 
which has been alive and kicking since 1996, 
made its name with the ability to recruit over a 
hundred party members well before Pokemon 
made it passé. 


Soldier 
Why are we sub jusatins a renote 
little village at a tine like this, 


On the DS, we've got expectations that the series 
will truly flourish. The Suikoden games have never 
been about overwhelming gamers with graphics, 
rather involving them with colorful characters and a 
multitude of battle types. Indeed, the graphics seem 
to have been influenced by one of our DS favorites, 
Final Fantasy Crystal Chronicles: Ring of Fates. The 
cute, bite-sized characters are a bit different than the 
Suikoden norm, but as long as the great gameplay 
remains intact, we'll be content. 

We haven't seen much of the gamplay thus far, 
but we know for a fact that the biggest draws of 
the series will make the translation to portables. 
You will still be tasked with recruiting 108 different 
party members, as well as fighting against forces 
of evil in one-on-one, party, and army vs. army 
battles. We're a bit worried that the game seems 
to limit the party battles to four characters on the 
hero's side, which was a major strike against the 
black sheep of the series, Suikoden IV. Hopefully, 
the game has good intentions behind the move 
that will become apparent when we get to see 
some more of this intriguing handheld RPG. 
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PLAYSTATIONS 


Mild Violence 


'ou remember it, don't you? The days before 

boob physics and identical engines, when 
fighting games were still original and every sequel 
had brand new features? Sure, we suffered from 
gamerclaw and had to hide Mortal Kombat from 
our parents, but fatalities were fresh and the genre 
was taking its first steps into 3D. Where has all that 
innovation gone? 

Say hello to Street Fighter IV. It doesn't just 
have gorgeous graphics, mid-battle specials, and 
the return of some ofthe most iconic characters in 
gaming. It's gotthe originality that's been missing 
from versus games for a console generation. 


Street Fighter II Times Two 

At SFIV's core are the essential components of 
the series’ best title, Super Street Fighter || Turbo. 
It has a 2D playing field, a hand-drawn art style, 
and all 12 classic characters, from Ryu to M. Bi- 
son. All the classic playing fields are back, too: 
Guile still makes his home at a military airfield 
and Chun Li still propeller-kicks through China- 
town. But while the stages are limited to 2D move- 
ment, they’re all rendered in 3D. If you manage to 
pull off a Super Combo or Ultra Combo (SFIV's 
mid-match, finisher-style moves), the camera 
goes crazy, zooming in and panning around for 
perfect angles on the action. 


Xbox 360 
Publisher: Square Enix 


Star Ocean: The Last Hope 


he Star Ocean franchise is a long-running se- 
ries originally published by Enix—before merg- 


after World War Ill ravages the Earth. 
Channeling a bit of Mass Effect, Last 


Street Fighter IV 


Publisher; Capcom 


It gets better. Despite being 3D models, all 21 
characters are rendered and animated to mimic 
the classic, hand-drawn feel of early Street 
Fighter. That rendering technology allows a char- 
acter's "ink" to spray and streak across the can- 
vas of your TV screen. If you land an especially 
punishing hit, you won't see blood fly; you'll see 
streaks of ink flash away in homage to Japanese 
calligraphy and sumi-e art. 


You Lack Focus? 

All that said, the real crown jewel of SFIV is its com- 
bat, thanks to a new mechanic called the Focus 
attack. It lets you absorb a single hit from your op- 
ponent by holding down the medium punch and 
kick buttons. You still take damage from the hit, but 
it gives you the chance to counterattack. As you 
charge up the counter, the focus shifts from being 
a simple reversal, to a knock back, to being com- 
pletely unblockable. Hit with it, and you gain back 
whatever health you lost while charging. 

It sounds simple, but there's a kicker: You can 
dash out of a focus charge at any time, or dash into 
one from a special move. The result, according to 
the developers, is a gameplay style akin to the tacti- 
cal move-reading of boxing. With such a system in 
place, Street Fighter IV could leap from ancient clas- 
sic to modern blockbuster in a single Shoryuken. 


ing into Square Enix—for the Super Famicom, with 
iterations and sequels leading up to the Xbox 360. 
These science fiction space operas have always 
been known for their real time battle system and 
heavy emphasis on item creation. 

With this latest iteration, Star Ocean: The Last 
Hope, Square Enix has once again recruited the 
talent behind the original Star Ocean, Tri-Ace, in 
the hope of bringing the series’ status to Final Fan- 
tasy/Dragon Quest level here in the U.S. 

Set before the events of the original Star 
Ocean (this game was almost titled Star Ocean 
0), Last Hope weaves a tale of mankind ventur- 
ing into the great void of space for the first time 


Hope aims to focus more on space 
and planetary exploration as 
humanity struggles to find its 
place in the universe. 

As of this writing, Square 
Enix still remains ambiguous 
as to the possibility of a PS3 re- 
lease, stating that "no plans" are 
currently in the works. However, 
given the strong relationship be- 
tween Sony and Square Enix, and 
the fact that the original trailer was on 
the PSP, the idea that this title is merely a 
timed exclusive is a strong one. 
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Go ahead and pick the kangaroo, panda bear, 
or fat dude first. We won't blame you. 


Tekken 6: Bloodline Rebellion 


) coming, and it's about time. Soul Calibur IV 
was fun to fiddle with for a while, but custom- 
izing armor can only distract you from dull arenas 
and wonky balance for so long. Taking its cue from 
Dead or Alive 4's battlegrounds, Tekken 6 sports 
several tiered arenas. Landing bone-crushing 
hits will splinter the ground beneath you, send- 
ing both players plummeting to another section 
of the stage. Likewise, Soul Calibur's character 
customization will make an appearance, but with 
a twist: Each of the game's 41 characters will sport 
signature items that can be used in combat to bril- 
liant—or hilarious—effect. 


Wolfenstein 


very first-person shooter can trace its lineage 

back to Wolfenstein 3D, the great-grand- 
daddy of FPS games. Before Doom conquered the 
PC and paved the way for Quake, Unreal, and Halo, 
Wolf 3D was there. It didn’t pioneer the genre, but 
it sure helped make it what we know and love to- 
day. In 2001, Return to Castle Wolfenstein did for 
multiplayer what Wolf 3D did for shooters, blend- 
ing objective- and class-based gameplay into a 
single experience, well before Battlefield 1942 
came along. 

Now, nearly seven years later, Raven Soft- 
ware’s new Wolfenstein is looking just as sweet 
as its forebears. The sequel to RTCW, Wolf is 
built on the id Tech 4 engine. These days, those 
visuals aren’t really anything to write home 
about, but the gameplay is exactly why FPS 
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But the real change to Tekken 6 is in its 
gameplay. A new bounce mechanic will let 
you juggle your friends until they want to 
break their controllers, and the Rage sys- 
tem will increase your damage if your vital- 
ity drops too far. The end result is a heck of a 
lot more damage getting spread around the 
stage, so everyone will be given a significant 
boost to their health bars to compensate. 

The biggest shocker is that Tekken 6: 
Bloodline Rebellion will debut on both the 
PS3 and Xbox 360. Whichever system you 
own, the fight begins this fall. 


games win: Nazis, demons, inter-dimensional 
travel, and an arsenal of weaponry that can only 
be described as über. 

Wolf's story goes something like this: “BJ” 
Blazkowicz, OSS field agent and star of the first 
two games, has once again stumbled upon a 
Nazi plot. Hitler’s occult-chasers have dis- 
covered an extra-dimensional energy source 
called Black Sun. Predictably, they think such 
power could make for some awesome weap- 
ons, so they've devised a way to bridge the 
gap between our dimension and Black Sun's. 
They've built devices that can shift you in and 
out of the Veil—a limbo world that shimmers 
between the two dimensions. And though 
actions in the Veil can affect our world, they 
rarely work as expected. 


PS3, Xbox 360 
Publisher: Namco Bandai 


The result? You'll basically be fighting off 
hordes of demons with superpowers. Some ene- 
mies will have shields that can only be penetrated 
through the Veil; others will succumb to your 
“mire” ability, which slows them down and gives 
you the chance to pick them off one by one. There 
will even be puzzles that involve hopping in and 
out of the Veil, getting around obstacles that only 
exist in one of the two dimensions. 

It wouldn't be Wolfenstein without the quint- 
essential Enemy Territory gameplay, and Raven 
Software's Wolf shouldn't disappoint. This time 
around, though, you won't just be reaching for 
objectives as part of a team; you'll be tearing 
through the Veil with paranormal weapons along 
the way. Should Wolf be on your radar? You bet 
your shiny behind. 
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Wii Sports Resort ЕЎ 


t happens every time. We play through Super 

Mario Galaxy and Twilight Princess, stay up all 
night in massive Super Smash Bros. Brawl tourna- 
ments, but we still come crawling back for more. 
We can't help it. Wii games are just too addictive. 
It's probably a good thing that we have to wait for 
Wii Sports Resort—with 10 new games and the 
packaged Wii MotionPlus, we'll never get anything 
done once it's released. 

If you haven't heard, Wii Sports Resort is 
the official sequel to Wii Sports, a game that 
pretty much defines what's great about the 
Wii. Got family over? Bowl a few games with 
your grandfather. Need a workout? Play some 
tennis and burn those calories. A game of com- 
petition, perhaps? Fine tune your golf shot and 
show your friends the meaning of an ace in the 
hole. Wii Sports was designed to be a blast for 
gamers and non-gamers alike, and it succeeds 
with flying colors. 

The only problem with it, really, is the inac- 
curacy of the Wii Remote. A slight twist of the 


UFC 2009 Undisputed 


FC 2009 looks spectacular for a game that's 

still in training. In particular, we're wowed 
by the photo-realistic character models. In the 
game's demo, UFC favorites Quinton "Rampage" 
Jackson and Forrest Griffin look uncannily simi- 
lar to their real-life counterparts. Everything from 
facial stubble to the ever-present sweat hints at 
a deep level of finely-tuned textures. With over 
30,000 polygons being used for the game's ros- 
ter of 80-plus fighters, THO and Yuke's seem to be 
pushing the graphics as far as they can go. Aside 
from the huge cast, UFC 2009 will also support a 
full-fledged character creation system. 

An interesting style choice in UFC 2009 is the 
lack of superfluous material in the heads-up dis- 
play. Nixing health bars and battletext, THO wants 
to maintain an air of authenticity in UFC 2009 so 
that playing the game feels exactly like watching a 
match. A fighter's level of damage or fatigue is ap- 
parent from the way the character models change 
during a match. Bruises, cuts, and other injuries 
not only hint at damage, and alter fighting styles, 
but also provide a focal point for attacks. In the 
demo we saw ribs turned purple after a barrage 
of punches, while a flurry of knee strikes trans- 
formed faces into a meat pizza. 


Release Date: Early 2009 


wrist has just as much chance of curving your 
bowling ball as not. Golfing is a one-armed af- 
fair where timing trumps style every time. 

But Nintendo has heard our cries, and 
they've responded with vigor. The new Wii Mo- 
tionPlus is an attachment that will come with 
every copy of Wii Sports Resort. It's small, 
plugs into the base port on your Wii Remote 
(with an extender for other attachments like the 
Nunchuk), and flows perfectly with the design 
of the controller. When it's plugged in, even 
the smallest, most precise movements can be 
translated to a game, and the position of your 
hands can be recorded with near-perfect accu- 
racy. Say goodbye to flickering pointers. 

And say hello to games that make use of 
that accuracy. Wii Sports Resort will feature 10 
games in total, three of which have been an- 
nounced: Disc Dog, Power Cruising, and Sword 
Play. Disc Dog is a game of Frisbee you can 
play with an A.I. puppy, and throwing your disc 
in game feels exactly like throwing a real one 


PS3, Xbox 360 
Publisher: THO 
Release Date: Spring 2009. 


UFC 2009 also pushes the idea of “contextual 
strikes," a feature where your fighter's position in 
relation to an opponent will affect your attacks. 
For example, a long-distance left hook will ani- 
mate and land differently from a close-range 
attack with the same button. Also, when simul- 
taneous punches occur, limbs collide realistically 
instead of clattering together like sticks of wood. 
This means that when you kick someone in the leg, 
you will actually see your foot sink into the muscle 
of the other fighter. UFC 2009's grappling system 
is impressive too—there's equally as much detail 
in ground grappling as there is in standing com- 
bat, which is important for the in-game fighting 
styles that will be used, like Brazilian jujitsu and 
wrestling. Forget the forgettable PS2-era UFC 
games...this game looks like a champion. 


y, 


at the park. Power Cruising is a jet ski game 
that uses the MotionPlus to precisely record 
how hard you're twisting the throttle. Still, it's 
Sword Play that has us really excited; the ex- 
quisite control you have over your blade proves 
not only how much a leap MotionPlus is from 
the base Wii Remote, but also how amazing 
Red Steel 2 will be with this technology under 
its hood. 

There's still seven more mini games awaiting 
announcement, and with all of them fueled by Wii 
MotionPlus, we couldn't be more excited about 
the possibilities. Maybe we'll even put Wii Sports 
away for good...maybe. 
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WWE: Legends of Wrestlemania 


f all of life's guilty pleasures, pro wrestling 

probably takes the cake. It's rife with pain- 
fully bad acting, blatantly stupid story lines, and 
crazy crosses between the real world and the 
wrestling world. It's an industry of heels and 
faces, of pouting breasts and gigantic thighs, 
where punches never actually land and men in 
tights dive through gimmicked tables. Yet despite 
it all, every monthly WWE event is sold out. Pay- 
per-view orders cost three times as much as 
movie tickets, and wrestlers are rightly identified 
as superstars. You might tell your friends or you 
might not, but watching a wrestling match can be 
shamefully entertaining. 


Wrestling Soap Opera 

It's been like that for years. The history of the 
WWE is deep and scandalous, and much of 
it wraps around a set of iconic figures recog- 
nized openly as industry legends. From Hulk Ho- 
gan and Andre the Giant to The Rock and Stone 


P53, Xbox 360, PC 
Publisher: Midway 


Wheelman 


W: can sense your disappointment. After a 
year with stellar sequels in the GTA and 
Saint's Row franchises, how could 2009 even 
begin to compare in the sandbox genre? Well, 
Vin Diesel is hoping the relative lack of open- 
world crime sims will provide an opportunity for 
Wheelman to pull ahead of the competition. 
Developed by the Hollywood celeb's own Tigon 
Studios, Vin Diesel will also have the starring role 
in Wheelman as Milo Burik, an undercover agent 
seeking to infiltrate an underground crime syndi- 


Cold Steve Austin, many pro wrestlers have 
become household names. Some have even made 
the transition from the ring to the film screen, but 
never have the earliest and most influential been 
brought together like this. 

WWE: Legends of Wrestlemania has been a 
long time coming. Unlike the WWE SmackDown! 
game series, Legends will focus solely on those 
early contenders in the company's history, the 
ones that made it what itis today. Historic matches 
comprise the game's core, supplemented with a 
host of authentic video and audio. It all adds up to 
asimple premise: introduce the matches with real 
intros, score them with classic commentary, and 
then step back and let the players rewrite wres- 
tling history. 


Out with the Old... 

Every animation in the game was built from the 
ground up, and the controls have been radi- 
cally simplified. Instead of relying on luck and 


cate in Barcelona. While 
we've been told that the 
game will indeed fea- 
ture on-foot action, the 
emphasis of the early 
footage has been the 
insane driving action. 
True to the game's title, 
Burik is an expert driver, 
deftly dodging bullets 
and potential pile-ups. 
The game seems to be channeling the Driver se- 
ries of old before it went down the tubes. For ex- 
ample, the chases we saw seemed to encourage 
inventive route finding, like plowing through a 
middle floor of an office building during a chase. 
That's not to say you'll always be on the run, as 
the game offers up many opportunities to fire 
back at the other car-bound baddies. We've heard 
that the game will allow through-windshield gun- 
fire, which makes sense. After all, if your char- 


a stamina bar, moves in Legends are built on a 
combo system. When you start a grapple with 
your opponent, you can begin chaining moves 
together, with each move a link in the chain that 
connects to new and different options. Go far 
enough down the chain, and you'll temporar- 
ily unlock your wrestler's finisher, but it all re- 
lies on following on-screen cues that anyone 
can see. You'll have to be careful to not let your 
buddy smash a cue button before you do, lest 
he breaks the combo and steals the initiative in 
a match. 

Anticipated as Legends may be, it's already re- 
ceived a lot of backlash from fans for not includ- 
ing certain wrestlers. Mick Foley, for instance, has 
long been a fixture in the WWE, but his place in the 
game was stripped after he left the company for 
industry competitor TNA. In a game that relies so 
heavily on its fan base, such moves could spell di- 
saster. Legends will just have to make up for it by 
blowing everyone away. 


acter is willing to bash other cars to oblivion, 
why does he have to shoot out through the side win- 
dow? It's a cool little addition of realism, and hope- 
fully it'll have some gameplay ramifications, too. 

The Wheelman was originally set to release 
alongside a movie adaptation, but it seems like 
Diesel's moved onto other movie projects, includ- 
ing the fourth chapter of The Fast and the Furious 
(4 Fast 4 Furious?). Hopefully, Midway will give the 
game a head start on the movie. 
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Games that Will Probably 
Be Announced Next Year 


We hope you've enjoyed the last 30-plus pages of 2009 and beyond's best games. Everyone knows, 
however, that some of each year's biggest games aren't even announced until halfway through the cal- 
endar. With ЕЗ, the Tokyo Game Show, and Leipzig's Game Convention always providing blockbuster 
announcements, we can only make educated guesses on what the big companies will bust out on the 
gaming public. Here are five titles we're pretty sure will start showing up on our radars soon. 


BioShock 2 


Probability of Announcement: 90% p 


K Games responded to the success of the 
2^ BioShock by proclaiming plans to 
make sequels for the series on a bi-annual basis. 
We're hoping they use the Xbox 360 version's re- 
lease date as the starting line, which would put 
a sequel on store shelves in 2009. 2K Marin did 
an impressive job with the PS3 port of BioShock, 
which has them all the more prepared to deliver 
a stellar sequel. We're almost sure that the next 
BioShock will come next year...but will it remain a 
timed exclusive? We sure hope not. 


Twisted Metal Black 3 


D: Jaffe hid a series of secrets in the 
PS2 game Twisted Metal: Head-On: Extra 
Twisted Edition, portending his new development 
company's next title. It didn't take gamers long to 
crackthe code, which read "Twisted Metal is com- 
ing on PSThree." We're going to guess that the 
game will start to see the light of day next year, 
and possibly hit during the holiday season. 


Assassin's Creed 2 


Probability of Announcement: 95% 


he old Ubisoft would have pumped out a se- 
T. to its hitaction title the second the sales 
reports rolled in. Instead, the company wisely 
gave Altair a breather for 2008. With the Prince 
picking up the slack this year, the company is go- 
ing to need a platforming action game to satiate 
the masses. We're betting that Assassin's Creed 
will make a return this year, as hints of develop- 
ment are popping up online. Ubisoft's North 
American President said that Assassin's Creed 2 
will be coming when there's "more anticipation 
for it." We'd say that time is soon approaching. 


Mario Tennis Wii 
Probability of Announcement: 65% 


intendo has released a Mario sports title ev- 
N^ year since the Wii launch, each game 
serving as a sequel to a previous GameCube 
game. 2007 saw GamePro favorite Mario Strik- 
ers Charged arrive, while 2008 brought about the 
more coolly-received Mario Super Sluggers. That 
leaves two more of the plumbers staple sports 
franchises on the bench for a 2009 revival: golf 
and tennis. Tennis seemed to be the bigger hit in 
Wii Sports, so it seems like the natural next step 
for Nintendo to revisit with Mario. But Nintendo 
likes to go left when everyone thinks they're going 
right, so perhaps a new sport, like hockey, could 
be in order. We know a sports title has to be com- 
ing, and right now all signs point to Mario Tennis. 


Pikmin 3 


Probability of Announcement: 80% 


hile the company has a pretty heavy 

hitter in Punch-Out!!, we know there’s 
more hardcore-friendly titles in the company’s 
cache. Miyamoto has alluded to Pikmin 3 for 
quite awhile, and we think that Olimar and his 
tiny friends will be the centerpiece of this year’s 
E3 for Nintendo. With the first two GameCube 
Pikmin titles getting Wii updates with motion- 
control, the end of the year seems like a prime 
time to give the gaming public a new chapter of 
this underappreciated game. שא‎ 
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Adult Swim Store 


he holidays are here, \ S 
which can mean only S adultswim.com 


one thing: it's time to Hasbro Lazer Tag 2-IN-1 System williamsstreet.com 
go shopping for presents! hasbro.com Д jj There's no denying Cartoon Net- 
To help you in your quest, | $79.99 Ü work's adult swim lineup makes 
we've complied a list of the This awesome Lazer Tag system features two of the slick- for some of the best viewing on 
must-have gifts for gamers. estlazertag guns we've ever handled. They're modular and television, but did you know that 
From the major home con- allow you to add on various sections for more firepower. they also have an awesome store 
soles to DVDs and gadgets, The sensors are good at hit detection and, even better, you where you can order DVDs, ap- 
GamePro's got you covered, can hook up a unit to a television and play a Virtua Cop-like parel and toys from your favorite 
So get out there and shop È | mini-game to hone your skills. If you're in the mood to run shows? We personally recommend 
around with a friend and play some virtual tag, the Hasbi season one of Tim & Eric ($15), 


2-IN-1 System is without a doubt the way to go. the two seasons of Venture Bros. 
($24), every single Aqua Teen Hun- 


ger Force DVD ($24) as well as the 
KidRobot Mini Series Toys ($29.97 
for a set of three). Regardless of 
what you get, you're guar 
to laugh your butt right: 


until you drop! 


McFarlane Toys Halo 3 Figures 


spawn.com 
(Price Varies) Š 
McFarlane Toys has been in the business of making qual- 
ity action figures for some time now and their work with 
Halo franchise has produced some great results. They're 
continuing to pump out new figures including a badass 
12-inch Master Chief figure that's ridiculously cool. Check 
out their site to see the new developments and have your 
creditcard handy: chances are, you'll see something worth: 
purchasing to spruce up your bedroom or workstation. 


TIM AND ERIC 
AWESOME’ SHOW, 
GREAT Jos! 


Microsoft Xbox 360 


Quick Charge Kit Microsoft's console is going strong with a deep library of games and its full-featured online service, 
($29.99) Xbox Live, where you can battle live human opponents and access amazing downloadable content 
such as Braid and Castle Crashers. You can also look forward to more high profile titles in the com- 
ing months, with games like Halo Wars, Fable 2, and the sequel to Gears of War. Best of all, Microsoft 
recently instituted a price cut on all Xbox 360 models, making it more affordable to get your game on. 
xbox.com • $399 (Elite); $299 (60GB); $259 (20GB); $199 (arcade) 


5 Essential Xbox 360 Games 
The Xbox 360's library has some great titles, but the following five games 


Wireless Headset ($59.99) D 6 E 
will immediately jump-start your collection to greatness. 
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Wireless Controller ($49.99) 


Mad Catz Rock Band 2 


2 


LEGO Death Star 


We have a confession to make: we 
love the Death Star. Sure, it was an 
instrument of pure evil, but what 
Star Wars fan doesn't dream of 
owning their own space station of 
doom? Well, you might never own 
an actual Death Star, but the fine 
folks at LEGO are aiming to make 
your dreams come partially true 
with their amazing kit. Consisting 
of 3,800 pieces, it'll keep you plenty 
busy and best ofall, when it’s done, 
it'll make for a great centerpiece on 
your coffee table. Just don't blow 
up any planets with it, okay? 


There's no denying that the drums are 
the best part of Rock Band 2. Sure, the 
guitar, bass, and vocal parts are rock- 
ing in their own right, but the drums 
are where the action is. If you're as se- 
rious about virtual drumming as we 
are, then you owe it to yourself to con- 
sider the officially licensed Mad Catz 
Cymbal Pack. You can buy one, two, or 
three cymbals and expand your stock 
drums to a full kit. They'll turn what 
is an already rocking experience into 
something truly awesome, especially 
during drum solos and freestyle mode 
when the game will recognize the cym- 
bals and give you the full drummin 
experience with a ride, hi-hat, ai 
crash. If you play a lot of Rock Band 2 | | SPA aul Spaced: The Complete Series 
drums, there's really no Е CED = 9 

Уон THE 06 секер bbcamericashop.com : 

à . $59.98 d 

Before they conquered the undead and spoofed buddy 
cop flicks, Simon Pegg and Edgar Wright helmed the 
brilliant British sitcom, Spaced. Full of geeky pop cul- 
ture references and smart writing, it's a show worth 
watching regardless of which side of the pond you live 
on; it also gives you a glimpse of the comedic magic 
that the duo would tap for their hits Shaun of the Dead 
and Hot Fuzz. 


в 
Sony PlayStation 3 
Sony's cuya had some growing pains, but there's never been a better time 
to buy a PS3. It finally has some bona fide hits under its belt like the sublime Metal Gear 
Solid 4 and there are plenty of awesome games on the horizon—lucky PS3 owners have 
titles like LittleBigPlanet, Killzone 2, and Resistance 2 to look forward to. The PS3's bud- 
ding online service is also going to get a nice upgrade thanks to games like Home and the 
upcoming SOCOM. The PS3 might have had a rough launch, but the future of Sony's con- 
sole is definitely looking bright. 

us.playstation.com * $399.99 (80GB) 


Official PS3 Blu-tooth 
Headset ($49.99) 


Sony PSP 


With its full featured media capabilities, the Sony Playstation Por- 
table is more than a gaming system: it's a portable media station. 
When you're not playing games, you can listen to music, watch 
movies, and even stream live television using the Sony Location- 
Free wireless base station. Be sure to also keep an eye out for the 
new Sony PSP-3000, an updated model that promises even more 
improvements and features. 

us.playstation.com/PSP * $169.99 


DualShock 3 ($54.99) 


5 Essential PS3 Games 5 Essential PSP Games 
There was a time when great PS3 games were hard to come by but as you can see by If you invest in a new PSP this holiday season, be sure to 
the following list, that's no longer the case. look into the following titles; you won't be disappointed. 
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= F / WowWee Flytech Bladestar 
wowwee.com 

$49.99 
We've played with various RC flying gizmos be- 
fore, but the Bladestar might be the coolest one 
yet. With an innovative design, this smooth flier 
features a helicopter-like design for easy control. 
And if you don't trust your own piloting skills, you 
canturn on an optional auto-pilot mode that helps 
the Bladestar avoid obstacles. 


GameFly 


gamefly.com 
(Price Varies) 
There's no denying that video games 
can be expensive and nothing sucks 
more than investing your meager funds 
into a game that sucks. That's why we 
recommend you look into the GameFly 
service. It's basically a Netflix for video 
games: pay a monthly fee and they'll 
mail you a couple of games to play. 
It's the perfect way to play the games 
you've always wanted to play; you can 
also test drive games that you want 
buy before you plunk down your \ 
And best of all, there are nol 8 


Natural History 
Collection n t] 

BBC Natural History Collection 

bbcamericashop.com 

$199.99 

The BBC is responsible for some of the most stunning nature 

documentaries ever produced. The Natural History Collec- 

tion is a fantastic 17-DVD set that will make you appreciate the 

planet we call home on an entirely new level. Besides which, Si 

Richard Attenborough’s voice is ridiculously soothing 


Nintendo Wii уйык 


Here's a bold prediction: the Nintendo Wii will be nearly impossible to find ($19.99) ^ 
this holiday season. If previous years are any indication, the Wii will be a " 
hot commodity and will fly off store shelves. But if you're lucky enough to 

get your hands on one, be assured that you are in for some good times. 

With a huge library of titles and an innovative, motion-sensing control- 

ler, the Wii is the perfect console for gamers of all ages. Just cross your 

fingers and pray your local store stocks enough of them. 

nintendo.com * $249.99 


Nintendo DS Lite 


Nintendo knows how to produce quality handheld consoles and 
their Nintendo DS is no exception. With a dizzying library of games 
and backwards compatibility with the Game Boy Advance, the DS 
is your one-stop shop for on-the-go gaming. 
nintendo.com/ds * $129.99 


5 Essential DS Games 

There were a ton of titles to choose from, but the following five 
DS games won us over with their quality and depth. If you buy 
a DS this holiday season, you can't go wrong with the follow- 

ing games (Pokémon comes in Diamond or Pearl versions). 


5 Essential Wii Games 
There are a lot of good Wii games out there but the following five are tlie 
best of the best. Add them to your library immediately. 


а, 

GiftCards | 
(Price Varies) > 

Yes, it's a little lazy, but gift 
cards are a quick and painless 
way to cross someone off your 
holiday shopping list. These 
days, you can find gift cards for 
your favorite retailers (Best Buy, 
Target, Amazon.com) as well as 
for specific games and services 
(World of Warcraft, iTunes). If 
you want to really play it safe, 
American Express and Visa 
both offer pre-paid gift cards 
that essentially work like cash. 
If you know a gamer who plays 
a variety of online games, then 
the Ultimate Game Card (ulti- 
mategamecard.com), which 
works with over 150 online 
games, might be the way to go, 
while movie goers will proba- 
bly appreciate a movietickets. 
com card. Regardless of which 
one you select, gift cards are 
an ideal gift because it's hassle 
free and it ensures that the per: 
son receiving the cards will ge: 
exactly what they want. 


Wii Remote 
($39.99) 


Wii Classic 
Controller 
($19.99) 
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World of Warcraft® Collectible Miniatures Game 


» Premium miniature figures featuring faithful design and highly 
detailed paints! 


> Standard and deluxe starter sets plus three-figure boosters! 


+ 70 high-quality figures available, including Horde, Alliance, and Monsters! 
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GAME OF THE MONTH 


Are you thinking about purchasing Fallout 3? Then consider the following: 


If you own pets, then it might be a good time to start looking around for a nice pet hotel in 
your area. If you have children, a weekend excursion to an amusement park with a reliable 
chaperone may be in order. For your significant other, we suggest an extended stay at a day 
spa. If you are currently employed, take whatever vacation time you've been squirreling away; 
if you're a student, speak to your professors and get an extension on any assignments that 
are due in the near future. Also, call your friends and alert them that you will be unavailable 
for the next few weeks; that way, they won't worry when you suddenly stop answering their 
e-mails and phone calls. 


Next, organize a trip to your local mega-mart and invest in a case of your favorite beverage as 
well as some economy-sized boxes of your favorite snack; frozen items such as pizza and ice 
cream are also good choices. Take the opportunity to stock up on essentials such as toilet paper 
as well. Once that's settled, contact your local post office and put a hold on your mail. Finally, 
make sure that your utilities bill is paid up so that the power doesn't suddenly go out. 


Follow those steps, and you'll be ready to play Fallout 3. 


Now, you may be asking yourself why you have to take such elaborate measures just to play a 
video game and the answer is simple: Fallout 3 is not a video game, it's an obsession w. 
happen. It's deeper than the Mariana Trench, more complex than calculus, and more ad 
than Oreos. You'll want every single obligation in your life squared away before you delve into 
Fallout 3 because once you start, chances are you won't stop for a looooooong time. 


We sent intrepid reviewer Cameron Lewis out into the irradiated wilds and he returned 
with an epic tale of mutants, Radscorpions, and desolate wastelands, so turn the page 
and see why you should start apologizing to your loved ones for ignoring them right away. 
Then go get the game and prepare to experience one of the most satisfying RPG experi- 
ences ever created. 


/|| GAMEPRO.COM 


GAME REVIEWS: 


Banjo-Kazooie: Nuts & Bolts (Xbox 360). 
Blitz: The League || (PS9)....... 


DAMN, זו‎ FEELS Соор To BE A GAMER! , 


It was a great month here at GamePro as a veritable avalanche of incredible games 
landed in our offices. Picking just one title to win our coveted Game of the Month award 
was not easy: we had a number of worthy candidates including the horrifically good 
Dead Space, the sublime LittleBigPlanet, and the action-packed thrill-o-rama that was 
Gears of War 2. Plus, LEGO Batman, Chrono Trigger, and Tom Clancy's EndWar also got 
high scores. While Fallout 3 elevated itself above the competition to claim the award, 
there's no doubt that gamers everywhere are going to be treated 
to some amazing titles in the next few months. 

With the holiday season in full swing, the time to break open 
your piggy banks and head to the local game store is now. As 
you read through our reviews section, you're sure to find at least 
one title that will pique your interest. So get out there and enjoy 
the bounty of games; then, start saving your nickels and dimes 
because we'll be back next month with even more high profile 


titles for you to spend your money on! 


GAMEPRO's RATING SCALE 


Behind the Stars 


The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


* * * * Yr Highly enjoyable, but falls short of true greatness. 


The Fight Nights and Tony Hawks of the world. 


3.5 to 4 Stars 


* * * Yr * Approach with caution—try before you buy. Enter the Matrix 


and the Dynasty Warriors games fall squarely in this category. 
2.5 to 3 Stars 


* * אר‎ * * Should come with a sticker: “Warning, contains poisonous 


amounts of suckage.” Remember Backyard Wrestling? Games that score 
1.5 to 2 Stars are awarded our coveted 


Editors’ Choice Award. 
* * * * * An absolute insult to humanity. 


Kill it with fire and holy water. 


Oto 1 Star 


Welcome to Fallout 3: The world of the Capital Wasteland stretches for 


miles in every direction, and every inch begs to be explored. 


FALLOUT 3 


GAMEPRO 


EDITORS 


The end of the world is just the beginning in this massive and magnificent must-own adventure. 


aum 


| PS3 | Xbox 360 


here's no way around it: Fallout 3 has a lotto 
T live up to. Many regard the first two games 

in the series as RPG classics. Those post- 
apocalyptic treasures shook off the tired con- 
straints of swords-and-sorcery clichés to create 
free-roaming worlds of post-modern danger and 
moral consequences. Luckily for fans and new- 
comers alike, Fallout 3 isn't just a fitting tribute to 
that legacy, it's one of the most persistently ab- 
sorbing role-playing worlds ever created. 


SHELTERED EXISTENCE 

My own experience begins, just as yours will, in a 
makeshift birthing chamber in a sealed Vault deep 
beneath the nuke-blasted ruins of Washington, 
D.C. | chose a white male (but thereare options ga- 
lore) and tweaked him into a fair approximation of 
myself using facial dimension sliders and a small 
library of hair styles. | then leapfrogged through 
childhood and adolescence, shaping my vital sta- 
tistics and core skills until | hit the age of 19; that's 
when my Father disappeared into the wastelands 
and | headed out on his trail. 

It's easy to obsess about the decisions you 
make during your formative years. Do you fancy 
yourself a beefy brawler or a stealthy marks- 
man? Do you put a little extra into your strength, 
50 you can carry more gear, or boost your 
intelligence, so you earn more skill points to spend 
on 13 core abilities? You can even choose from 
dozens of special "perks" as you gain levels, like 


Swift Learner or Gun Nut. However, not long after 
| set foot on the irradiated soil of the surface it be- 
came clear that these are the least of the choices 
| would face the sprawling and desolate wonder- 
land. Within 10 minutes of stepping outside, I’m 
inspecting the nuclear warhead that rests in the 
center of the town of Megaton, trying to decide if 
my character is the kind of guy who would defuse 
or detonate this dangerous relic. 


CHOOSE YOUR OWN ADVENTURE 

From the sheer acreage of the world and the as- 
tounding level of detail inherent in the environ- 
ment, you get the impression that Fallout 3 is all 
about exploration. You can set out to catalogue 
every inch of this ashen world's crumbling high- 
ways and pockmarked monuments, and the vari- 
ety of horrors and wonders you'll uncover along 
the way provide plenty of thrills. Whether you're 


There's just no way you're getting through this game 
without soaking up a bunch of radiation. Deal with it. 


GAMEPRO.co 


There's no shortage of conversation in Fallout 3. Just mind 
your tone if you want to stay on somebody's good side. 


The closer you are to an enemy when you fire, the more likely 
you are to hit, and the more damage you're likely to do. 


enduring radiation sickness in a flooded city rail 
station, hacking a defense computer to help clean 
a derelict museum of green-skinned Super Mu- 
tants, or disarming mines while a crazed elderly 
sniper goes wild in a forgotten and distant sub- 
urb, you could write one hell of a personal history 
without ever talking to another person. 

You would, however, miss out on what trans- 
forms Fallout 3 from a great game into a bona fide 
classic. Sure, the people you'll run into seem to 
have adjusted just a little too well to a world where 
every glass of water comes with a heaping helping 
of radiation, and you'll get pretty tired of hearing 
the same voice come out of dozens of supposedly 
different people. But the quests these jokers dole 
out demand that you make some pretty major de- 
cisions, and acceptthe far-reaching consequences 
that accompanies each and every action. Will you 
earn good karma points by fighting for android 


rights and foiling corrupt government goons, or 
get yourself addicted to drugs and kill indiscrimi- 
nately? Between the list of branching quests and 
the deep well of character development options, 
Fallout 3's replayability is incalculable. 


TARGET RICH ENVIRONMENT 

Of course, you'd never experience that long-term 
satisfaction if the moment-to-moment gameplay 
weren't so outstanding. | learned in my early show- 
downs that though it's possible to play Fallout 3 
as a straight first-person shooter, it's much more 
fun to put the Vault-tec Assisted Targeting System 
(VATS) to good use whenever possible. Depending 
on your agility, you're given a recharging supply 
of Action Points to spend on attacks. Tap a button 
to pause combat, queue up precision shots on se- 
lected body parts, and tap another to watch the car- 
nage play out in gruesome slow-motion displays 


of exaggerated bloodshed. Cripple a charging liz- 
ard's leg to slow him down, or go forthe head shot. 
Take out a giant ant's antennae, and it'll attack its 
buddies in a confused frenzy. 

| was worried that this periodic pausing would 
kill the pace of combat, and that the graphic dis- 
plays of decapitation, dismemberment, and death 
would grow tiresome even with the added explo- 
sive gore of frag grenades and the Bloody Mess 
perk. Instead, | found that the variety of mon- 
sters and locales made almost every situation feel 
unique in some way, and the large library of sal- 
vaged and custom-made weaponry gave me all 
the tactical flexibility | could ever want. Whether 
you've got a taste for lasers, rockets, mines, shells, 
bullets, or fisticuffs, Fallout 3's combat is always 
challenging and entertaining. 


CROWD CONTROL 

| can't claim to know exactly how the monsters 
scale as you level, but | definitely met with more 
varied resistance than | ever did in Oblivion, a 
game that Fallout 3 obviously shares many sim- 
ilarities with. Some areas are almost impenetra- 
ble until you develop to a certain level of fitness, 
while others yield to thoughtful analysis of your 
strategic options. Some monsters slowly, but 
surely, become easier to take down as your skills 
improve, just as even more formidable opponents 
come out of the woodwork. As a result, | found I 
grew steadily more attached to my ever-improv- 
ing character, and sought out more and more 
perilous situations with which to test his met- 
tle. Radscorpions, raiders, and mutants eventu- 
ally seem like child's play compared to glowing 
ghouls, power-armored Enclave stooges and la- 
ser-shooting robots. 

In all the many hours that | played Fallout 3, 
the only time | ever stopped enjoying myself was 
when | had to contend with NPC partners who 
couldn't walk twenty feet without getting con- 
fused about how to follow me. If that's the big- 
gest complaint | can find to lodge against this 
dark, deep, and detailed voyage to the other 
side of Armageddon, one thing is crystal clear: 
you need to play this game. It truly lives up to 
the hype and sets the bar high for every RPG 
that will come after it. It's an instant classic and 
one that will occupy youfor a long time to come. 
— Cameron Lewis 


FUN FACTOR : 


PROS: Deep character dev. options; huge open 
world; satisfying combat; dangerously addictive. 


CONS: Poor partner path-finding; useless 
third-person view; questionable perks. 
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Toe-curling action scenes such as this are a common sight in Gears of War 2's campaign. Luckily, 
the massive shootouts are interspersed with slower, tenser horror scenes to mix up the pacing. 


GEARS OF WAR 2 


The rightful heir to Halo 3, and one of the most satisfying shooters ever made. 


s a devoted fan of the shooter genre, | re- 
A?» enjoyed the original Gears of War— 

its in-the-trenches intensity was a shot 
of adrenaline for the entire action genre. Unfor- 
tunately, | was left somewhat disappointed by its 
too-short campaign and groan-worthy character 
dialogue, as well as its fickle online multiplayer. 
Despite my complaints, | knew that Gears of War 
was something special, with its ultra-violent pre- 
sentation and intense cover-hopping action. Since 
its release, l've been proven right: literally dozens 
of other games have mimicked the style, if not the 
substance, of the original Gears of War. 

The good news is that Gears of War 2 signifi- 
cantly improves upon the original game in every 
possible way, addressing several key shortcom- 
ings that kept its predecessor from being a bona- 
fide classic. Gears of War 2 is a terrific action game 
that deservedly resides in the upper echelon of 
console shooters, and is the best shooterto hitthe 
Xbox 360 so far this year. Action gamers, you've 
found your next obsession. 


FALL OF MAN 

The comparisons between Metal Gear Solid 4 and 
Gears of War 2 are inescapable. Both games are 
third-person shooters that take place in teeming 
war zones, but they follow entirely different paths 
with equally pleasing results. Metal Gear Solid 4 
is long-winded, but emotionally complex: its com- 
bat and gameplay are riveting, but those aspects 


almost take a back seat to the ambitious story- 
telling. Gears of War 2 is the polar opposite: it's 
a balls-to-the-wall roller coaster ride where mas- 
sive action-set pieces take center stage. If MGS4 
is an art-house film, Gears of War 2 is a fast- 
paced graphic novel. Both approaches have their 
charms, and Gears of War 2 leverages its bold, col- 
orful style to maximum effect. 

The story picks up some six months after the 
original game, and mankind is facing some seri- 
ously grim odds. As in the original Gears of War, 
the storytelling here runs at a brisk pace—there 
are no 15-minute, Metal Gear Solid 4-style mono- 
logues to interrupt the action. But this time, you 
actually know what you're fighting for. Your over- 
arching goal is to protect the last standing human 
outpost from The Locust, a race of subterranean 
monsters who can devour entire cities from be- 
low. The increased sense of desperation and hor- 
ror gives Gears of War 2 an emotional charge that 
was noticeably AWOL from the original game. 
When I played the original Gears, | was left con- 
fused and bewildered by plot developments that 
seemed to come from nowhere. Not so in Gears of 
War 2: | always knew who to shoot, why to shoot, 
and where | needed to go next. 

Though the storytelling and dialogue are enor- 
mously improved over the original game, they're 
not perfect. Oddly, we still learn frustratingly lit- 
tle about the origins of the sinister Locust, several 
important new foes are left virtually unexplained, 


and one likeable character seemingly vanishes 
halfway into the game. As a whole, though, Gears 
of War 2 succeeds in crafting a nail-biting tale of 
desperation, vengeance, and the atrocities of war. 
Asthe stakes ratcheted ever higher, | found myself 
compulsively playing on to see whether Marcus 
Fenix and his band of elite warriors could score a 
much-needed victory against their seemingly un- 
stoppable opponents. 


LIKE CLOCKWORK 
Gameplay wise, Gears of War 2 is very much like 
its predecessor, so finding cover and staying con- 
cealed is still a key aspect of combat. However, this 
isn't just a simple rehash of the original: a host of 
subtle tweaks and refinements give Gears of War 
2 a sleeker, more polished feel. Dodging, hopping 
from cover to cover, and mounting obstacles feels 
smoother and more natural, and | never once felt 
like | was battling the controls. Gears of War 2 is 
clearly the leader in its unique breed of tactical ac- 
tion, and now more than ever it's destined to leave 
alasting mark on the genre. What Gears of War 2 
does, it does right. 

| especially liked the arsenal of powerful new 
weapons, which include a satisfying flamethrower, 
a monstrous mini-gun, and a devastating mortar 
launcher that rains down death from above. Mar- 
cus and the other COG forces have learned some 
new tricks, too, including a new “meat shield” 
maneuver where they grab a downed opponent 


to deflect incoming shots. | found these new me- 
chanics to be effective, particularly in certain 
multiplayer modes, though they don't drastically 
alter the basics of combat. Given that Gears of 
War 2's gameplay already feels so tight and re- 
sponsive, this is definitely a smart move. 


WORLD WAR 
Overall, | was most impressed by the game's 
grand sense of scale. At certain climactic mo- 
ments, | battled what seemed like hundreds of en- 
emy Locust creatures using Gatling guns, tanks, 
and a walking behemoth called the Brumak (and 
yes, this particular battle is well worth the wait). 
Variety is definitely a strong point in Gears of War 
2. Though the battles are generally several times 
larger than those in the original game, other mo- 
ments lean more towards survival horror. The 
highlight here was a suspenseful romp through an 
eerie abandoned research base, and though the 
tension stayed high, the final payoff left me feel- 
ing underwhelmed and somewhat baffled. Still, 
scenarios such as these keep the game from be- 
ing a numbing, constant assault on the sense. 
Choosing my favorite moment in the game 
turned out to be easy. The most memorable se- 
quence involves a show-stopping boss battle with 
a certain aquatic adversary that | will not name 
here. When you see it, you'll know and trust me, 
it’s everything you could ask for in a boss fight. 


GRINDHOUSE 

I'm not going to beat around the bush —Gears of 
War 2 is a damned fine action game. It’s a much 
longer, more satisfying experience than the origi- 
nal game, too, clocking in at a solid 10 to 12 hours. 
Though the pacing drags a bit towards the end, | 
still found myself glued to the controller for hours 
atatime. 


Of course, the long-term attraction will be the 
game's many multiplayer modes, from online and 
split-screen cooperative play to five-on-five team 
battles over Xbox Live. The matchmaking inter- 
face and party options are vastly superior to the 
first game, and manage to come within striking 
distance of Halo 3's high watermark. After play- 
ing all the multiplayer modes extensively, | feel 
that the standout is definitely Horde, a coopera- 
tive mode where five players team up against end- 
less waves of increasingly powerful Locust foes. 
Because there are 50 waves of enemies, and play- 
ers are scored following each round, it's likely that 
Horde will encourage the same kind of high-score 
obsession not seen since Geometry Wars. 


WHAT Is It Соор For? 

Granted, Gears 2 isn't the smartest shooter on the 
market, but for now, it is probably the must-own 
title of this holiday season for Xbox 360 gamers. If 
you loved the first one then strap in and get ready 
to continue the battle. Even if you missed the first 
chapter, there’s enough guts and glory here to 
have you gaming long into the night, so go get 
it. Either way, l'Il see you online—I'll be the one 
pumping your ass full of bullets.—Sid Shuman 


questions; some scenarios don't quite pay off. 
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5 Dominate this addictive new online 
` mode with these crucial tips. 


1. Use the Hammerburst. The Hammerburst 
rifle has an edge in the non-stop mayhem of 
Horde. Its built-in zoom scope enables you 
to pick off enemies from a safe distance, and 
head shots boost its damage immensely. Shot 
for shot, it's more accurate and more damaging 
than the Lancer rifle. 


2. Move in packs. It's critically important that 
you stay close to your teammates, as they can 
revive you if you take fatal damage. You only 
get one life per round in Horde, so you've got 
to make it count. 


3. Get the Mulcher or Mortar. These two new 
"super weapons" are indispensable during 
the chaos of Horde. The Mulcher can shred the 
toughest enemies in seconds, while the Mor- 
tar can carpet-bomb a whole area. Find ‘em and 
use 'em! 


4. Set booby-traps. By tapping the B button, 
you can stick a grenade to a wall to create an 
impromptu proximity mine. By mining a hot 
spot, you can seal yourself off from the onrush- 
ing Locus—even a well-placed smoke grenade 
Will send the enemy crowds tumbling. 


Pa AUN A NE 


Four easy ways to improve your 
score in Xbox Live matches. 


1. Stick to cover and learn to dodge. Gears of 
War is all about moving from cover to cover— 
‚ taking the run-and-gun approach is bound to 
cause frustration. Simply tap A to latch onto an 
| object, then poke your head out and fire at your 
closest target. 


2. Use the Lancer. The Lancer assault rifle in- 
flicts so-so damage, but its chainsaw bayonet is 
the easiest way to score a kill. From close range, 
hold down the B button to score a one-hit kill. If 
your opponent parries your blow, tap B rapidly 
to overpower him. 


3. Spam the smoke grenades. You receive one 
smoke grenade with each life, and you should 
always use it. They're most useful for their 
stun effect that sends nearby enemies flying. If 
you're quick, you can blast your victims while 
they clumsily climb back to their feet. 


4. Sneak up close before attacking. Many play- 
ers fire as soon as they see an enemy. This is.a 
common mistake; you don't want to alert your 
targetuntil you know you can kill him decisively. 
The next time you see an unwitting player, hold 
your fire and run up close (hold A) before going 
for a surprise chainsaw or shotgun kill. 

9 


The most powerful gun in the game is this tightly 
focused laser cannon. Can you say one-shot? 


“Жез 


DEAD SPACE 


If the survival horror gaming genre was a religion, Dead Space would be God. 


Ps2 | xbox seo | 88 


ead Space is a riveting survival 
D horror game, unflinchingly vio- 
lent from start to finish. Blindly un- 
predictable and incredibly intense, Dead 
Space keeps your heart pumping the en- 
tire game. It’s got aliens, zero-G shoot- 
outs, blood, guts, and broken bones. 
It’s unnervingly tense one moment and 
piss-your-pants terrifying the next. It's 
an exhilarating tale of aliens, claustro- 
phobia, and isolation in a dark corner 
of outer space where no one can hear 

you scream. 


CRASH LANDING 

Dead Space draws inspiration from a 
variety of sources, but its most obvi- 
ous reference point is the 1979 hor- 
ror classic Aliens. The simple yet 
effective story centers on a three- 
man crew of space engineers 
who are sent to investigate 8 
distress signal aboard the USG 
Ishimura, an enormous mining 
vessel capable of harvesting 
entire planets for resources. 

The mission is routine: rep: 
the communications black- 
out and return home. Of 
course, things won't stay 

that simple for long. 


GAMEPRO 
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You are cast in the role of Isaac Clarke, a 
space engineer equipped with a protective ar- 
mor piece called “the Rig.” After Clarke and 
the other engineers crash land on the USG 
Ishimura, you quickly discover that the mining 
vessel has been overrun by an infection of mys- 
terious origin called the Necromorph. The crea- 
tures in Dead Space hide inside their human 
hosts and mutate into disgusting creatures, 
much like the baddie from John Carpenter’s 
The Thing. 

To survive the xeno-onslaught, you must shoot 
the crap out of everything that moves. But the 
aliens in Dead Space don't die if you shoot them 
in the head. An effective kill requires that you first 
dismember the appendages—arms, legs, tenta- 
cles—of an alien before you can be sure it won't 
get up again. It's a unique twist on the familiar 
"head shot" equation, requiring strategic and cre- 
ative aiming. 


DESPERATE TIMES, BRUTAL WEAPONS 

To help you kill off your foes, you'll gain access to a 
wide range of mining tools that prove adept at slic- 
ing and dicing the grotesque abominations; these 
unique armaments range from plasma cutters to 
industrial lasers. The weapons convey a satisfy- 
ing sense of destruction when fired, and they can 
be upgraded to deal more damage, reload faster, 
and increase ammo capacity. Each weapon also 
has an alternate attack that proves equally useful 


as the primary fire. The firefights are in your face 
and frantic, thanks in large partto the brutal and re- 
silient adversaries you'll face. 

In addition to the laser guns, flamethrow- 
ers, and buzz saw launchers, you also have 
an arsenal of telekinetic abilities. Stasis is 
a slow-motion projectile that’s used to stop 
enemies and slow down fast-moving plat- 
forms or doors. Telekinesis allows you to ma- 
nipulate objects from afar, pull distant items 
closer, move broken spaceship pistons, and 
hurl explosive canisters. Telekinesis is es- 
sentially the equivalent to having Force Push 
and Grip powers from Star Wars: The Force 
Unleashed. Why your character has psycho- 
kinetic powers is never addressed by the nar- 
rative but the abilities definitely add a nice 
flair to the gameplay. 


IF You BUILD IT... 

Throughout the game, you will also come across 
blueprints for new weapons that can be re- 
deemed at the in-game store. The same goes for 
ammo, items, and suit upgrades. They’re expen- 
sive, but upgrading your Rig suit to level five is 
crucial to your survival (and it looks really cool 
to boot). As the suit levels up, more and more ar- 
mor plating is applied to The Rig’s outer frame; 
it’s one of many nice graphical touches through- 
out the game. 

The same goes for the level design in Dead 
Space. You're confined to a single spaceship and 
the game takes you through the different compart- 
ments, from the crew's quarter to the hydroponics 
lab and the awe-inspiring command bridge that 
looks out into deep space. Every section of the 
ship has a different look and feel, and even though 
you revisit a few of the same locations later in the 
game, it never feels repetitive or tired. Besides 
which, the environments don't exactly stay static, 
but won't say anything beyond that. 


FIRM FOOTING 

The developer also implemented zero-grav- 
ity environments which add a nice dimension to 
the gameplay. When you enter a zero-G environ- 
ment, a hologram on Isaac's back displays how 
much oxygen you have remaining. In zero-G you 


can walk on walls, leap across entire rooms, and 
shoot enemies floating around in the air. The zero- 
G areas of the game are mostly puzzle based, with 
occasional bouts of shooting, and requires you to 
traverse large areas while keeping a careful watch 
on your oxygen levels. One memorable scenario 
in Dead Space | encountered positioned me on 
the outside of the ship in the middle of an asteroid 
storm. It’s one of the more difficult challenges in 
the game, but at the same time it was breathtak- 
ing, both literally and figuratively. 

That the USG /shimura itself feels like a char- 
acter in the game is a testament to the inspired 
level design. Its architecture is clearly influenced 
by Gothic cathedrals with flying buttresses, 


Aim for the glowing packets of pustules on these slow-walking 
creatures. A carefully aimed hit will cause them to explode. 


ribbed motifs, and external reinforcements 
all around. Crash landing on the USG /shimura 
immediately sets the eerie tone for the real hor- 
rors that await you. 


SPACED OUT 

There are so many other things about Dead Space 
| want to tell you about—the shooting gallery, tele- 
kinesis basketball mini-games, the photon laser 
cannon, the epic boss battles—but ultimately it’s 
а game you have to experience yourself. The only 
thing | could have asked for from the phenomenal 
single-player campaign was more modes to play 
through. On the plus side, there is ample replay 
value in the single-player campaign thanks to the 
large number of equipment upgrades, but | would 
have killed for cooperative play or a battle mode 
where you earn big points for dismembering end- 
less swarms of Necromorphs. 

But that’s just me wishing for more excuses to 
play Dead Space. It’s easily the best survival horror 
game since the masterful Resident Evil 4 and it sets 
the bar high for graphics, sound, and scares in its 
respective genre. Dead Space is an artistic night- 
mare clearly designed for survival horror fans by 
a passionate and dedicated team of like-minded 
gamers...just be sure to play it with the lights on. 
—Travis Moses 


FUN FACTOR 


PROS: Great graphics and sound; huge enemy. 
variety; solid controls; awesome weapons. 


CONS: | wish there were additional modes 
outside of the single-player campaign. 


LittleBigPlanet's visual motif is as charming as a Saturday morning children's 
show and, while it's simple, it still shows off the power of the PS3. 


LITTLEBIGPLANET 


There are only two words to describe this ex 


very now and again, a game comes into 
Е" GamePro offices апа brings every- 

thing to a screeching halt. Halo 3 did it, 
as did Metal Gear Solid 3 and Super Mario Gal- 
axy. l'm talking about the type of game that 
causes every GamePro staff member to drop 
whatever they're doing and cram into a cube 
like they're trying to break a Guiness World 
Record. When we first got beta codes for Lit- 
tleBigPlanet, it had that effect on our work 
flow—people began ignoring IMs, e-mails, and 


lusive PS3 game: killer app. 


phone calls because they were too busy play- 
ing the game. 

Then came the day we tried to give away 
some beta codes on our website: GamePro.com 
came crashing to its knees, felled by the thou- 
sands upon thousands of users hammering our 
servers to try and win a coveted code. Now, you 
may be asking yourself why everyone is going 
so nuts for this game, but trust me, it only takes 
a couple of minutes of playtime to see that it's 
worthy of the hype. 


Every sack puppet can be dressed up with a variety of clothing and accessory 
options which only adds to their already apparent personalities. 


KIND OF A Bic DEAL 

It's hard to explain what LittleBigPlanet is exactly. 
Ona basic level, it’s a platform game crossed with 
a set of creation tools wrapped up in a warm and 
fuzzy layer of happiness that has the same effect 
on your mood as looking at pictures of cute kit- 
tens or getting a hug from your grandmother. 
Seriously, you can't help but smile when you ex- 
perience it. Jumping around, grabbing onto ob- 
jects, donning jetpacks and hovering about—it’s 
all insanely addictive and more importantly, fun. 
Even just manipulating your sack puppet's facial 
expression—done with a flick of the directional 
pad—is engaging. 

The real strength of LBP, however, is the tre- 
mendous sense of freedom and creativity that 
it instills in you. Running around in the lush and 
vibrant world of the little sack people gives you 
the feeling that anything is possible. It’s a truly 
free-form game and, while there are timed chal- 
lenges, obstacles to overcome, and point orbs 
to collect, you'll have the most fun just messing 
around and exploring the many options available 
to you. You can slap stickers all around the level, 
dress up your character with various costumes 
and delve into the immense level editor to craft 
your own virtual worlds. The possibilities truly 
seem limitless, especially when you consider the 
online capabilities of the game; while the retail 
product comes loaded with pre-made levels and 
content, the game's true potential lies in the user- 


created content that is no doubt flooding the net- 
work as you read this. 


HAVE IT Your Way 

Heck, even now, with the limited beta going on, 
we're already seeing some brilliant uses of the cre- 
ation tools; for instance, | just saw a video online 
of someone who'd created a functional calculator 
that can add or subtract two two-digit numbers. 
What's most mind-boggling about this is that | 
would have never imagined that something like 
that was possible. But that just goes to show you 
the game’s potential: the tools are robust enough 
and open-ended enough that, in the right hands, 
they will lead to some tremendously original and 
unique creations. 

Navigating all that user-generated con- 
tent is ridiculously easy as well: you’re given 
a tree house-like hub armed with a televi- 
sion and a giant PS3 controller which pulls 
up a world map. From there, you can navi- 
gate to the many user-created levels and hop 
right in. You can play online, which opens up 
the world for other people to join in, or offline 
where you can play alone. You can also rate the 
levels and attach adjectives so other users know 
how you felt about it; hopefully, this will allow the 
good levels to rise to the top while the terribly 
designed levels sink to the lowly bottom where 
they belong. 


Go ANYWHERE, Do ANYTHING 

From a presentation standpoint, LBP shines with 
an amazing sense of style. The sack puppets are 
ridiculously cute, the environments are sharp 
and crisp, and the music is uplifting and whimsi- 
cal. The only thing | don’t like about the game is 
that the controls are a little fickle when it comes 
to moving your character among the three planes 
of perspective. It’s also not technically a game so 
much as it is a sandbox to play around in, so if you 


crave structure and plot in your games, you might 
be put off by LBP’s free-form nature. 

I'm also a little worried that the online net- 
work will be filled with a bunch of crap levels and 
you'll have to dig through a mountain of garbage 
to find the one level that's actually worth playing. 
But after seeing some of the levels already out 
there, | can't wait to see what the more creative 
users come up with. Recreations of popular video 
games like Super Mario Bros.; amusement parks 
complete with working roller coasters; dizzying 
fantasy landscapes populated with bizarre crea- 
tures—who knows what to expect? 


ALL AROUND THE WORLD 
There's really nothing | can say other than this: if 
you own a PS3 and you don't buy LittleBigPlanet, 
you are robbing yourself of one of the most unique 
gaming experiences ever designed. It’s one of 
those games that leaves an indelible mark on the 
industry and | expect it will lead to some tremen- 
dous things, not only in terms of the levels and ob- 
jects that users and companies create, but in terms 
of how we think about and approach gaming. 
Butthat's a conversation for another day. Right 
now, all you need to know is that it's amazing, it's 
fun, and it'll leave a smile on your face that won't 
go away for a long while.—Tae K. Kim 


PROS: One ofthe most charming, unique, creative 
and fun games we've ever played at GamePro. 


CONS: The controls are fickle at times; those look- 
ing for an actual “game” might be disappointed 


The creation tools are robust enough that the only real limitation you have 


is your own imagination. Tre 


with rainbows for leaves? Why not? 
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Almost every single object in the game can be broken open, so whether 
you're on foot or in a giant LEGO alligator, be sure to bust apart the scenery. 
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LEGO BATMAN: THE VIDEOGAME 


The Dark Knight gets the LEGO treatment with incredible results! 


my expectations for the LEGO version of my 

favorite superhero franchise are understand- 
ably high. After seeing what Traveller's Tales did 
with the Dark Knight, I’m really happy to say that 
itlives up my expectations as well as the high bar 
set by the company's previous efforts. With just 
the right amount of humor and some clever game 
design, LEGO Batman's a great title for bat-ob- 
sessed fanboys and casual gamers alike. 


BIFF! BOOM! BAM! 

LEGO Batman isn't as silly or as lighthearted as 
its siblings. Gotham City is a far darker place and 
Traveller's Tales wisely kept that motif intact. 
There are some welcome attempts at humor, like 
the characters emotive faces and pratfalls, but it's 
not overdone, which is a good thing overall. The 
color palette skews more towards darker tones, 
but the visual style still jumps out at you. 


I am a huge nerd when it comes to Batman, so 


Gameplay wise, it stays true to the LEGO for- 
mula—you run around cleverly designed levels 
breaking apart the scenery, collecting gobs of 
LEGO studs and solving simple puzzles. You also 
fight criminals and deal with the occasional boss 
fight, but it isn't particularly taxing, especially 
since you get unlimited lives (the only penalty is 
that you lose some studs each time you die, which 
affects your end of level rating). There are also 
some cool vehicle-based levels that add a nice 
sense of variety and multiple costumes you can 
collect that impart special abilities. You also get 
to play from the villains' viewpoint which is espe- 
cially awesome since the baddies, from the Joker 
on down, display the most personality. 


BREAKING THE LAW 

The only gripe | had with LEGO Batman is that you 
really can't play it alone; the А.І. partner isn't par- 
ticularly helpful and while it does an adequate job 


of being in the right place when it comes to cooper- 
ative puzzles, it spends most of its time just sort of 
standing around. But the real joy of a LEGO game 
is heading out with a friend to smash stuff up and 
grab scads of loot, so it's not that big of a deal. 

With a great variety of levels, tons of things 
to smash and collect, and a lovable cast of iconic 
heroes and villains, LEGO Batman is a fun and en- 
joyable title that will appeal not only to younger 
gamers, but to Batman fans alike. It’s not Dark 
Knight: The Videogame, but it's an excellent 
addition to the Batman mythos nonetheless. 
—Tae K. Kim 


universe; the cast of playable characters is great. 


CONS: The computer A.I. partner isn't very much 
help; play the game with a friend for best results. 


BANJO-KAZOOIE: NUTS & BOLTS 


pre 


GOLDEN AXE: 
BEAST RIDER 


The races themselves are satisfying, but nothing beats crossing 
the finish line in a custom vehicle that you built yourself. 


ith gameplay that strays from its plat- 
forming roots, Banjo-Kazooie: Nuts 
and Bolts is sure to drive hardcore 


fans of the franchise nuts. But don't get too 
uptight about the new vehicle-based focus— 
| found it to be absolutely charming. It works 
beautifully and really fits in nicely with the vi- 
brant world of Banjo-Kazooie. 


TRY SOMETHING NEW 

Nuts & Bolts picks up 10 years after the events of 
Banjo-Tooie and we find that Banjo and Kazooie 
have really let themselves go. A mysterious fig- 
ure known as the Lord of Games (LOG for short) 
sets our heroes on an adventure in the hopes of 
working them back into shape. Banjo and Ka- 
zooie are transported to Showdown Town, an 
open-world hub that links them to several Game 
Worlds where the dynamic duo can prove that 
they're still hero material. 


The best thing about Nuts & Bolts is that it 
never takes itself seriously, constantly seizing 
every opportunity to poke fun at itself as well as 
past Rare titles. There is a hilarious script that 
really augments the gameplay. The graphics are 
also gorgeous and vibrant and the level design 
is varied and interesting. 

The game's new vehicle-based emphasis will 
probably turn off some long-time fans, but | re- 
ally enjoyed the game's premise. There's an in- 
credibly deep garage tool where you can literally 
build vehicles of all shapes and sizes from the 
ground up—if you can imagine it, odds are you 
can build it. The feeling you get when you com- 
plete a difficult challenge with a rig that you built 
yourself is simply unmatched. 


One of the downsides, though, is that some 
of the challenges get a little repetitive. You can 
only race and collect on-track items for so long 
before it gets a little tired. But Rare constantly 
throws unique obstacles and quirky challenges 
your way, which definitely keeps you from get- 
ting too jaded. 


A WELCOME 


DEPARTURE 

Nuts & Bolts isn't for 
everyone and some 
hardcore platforming fans 
will no doubt pine for a 
return to the series roots, 
but | found enough 
charm and innova- 
tion in the vehicle 
based gameplay, 
cleverly written script 
and deep customization 
options to keep me play- 
ing long into the night. 
—Will Herring 


ESC 


ny publisher considering revisiting a 
A gaming franchise in hopes of 

cashing in on the current wave of retro- 
nostalgia should take the new Golden Axe: Beast 
Rider game as a lesson in what notto do. Unlike 
recent resurrections Pac-Man Championship 
Edition and Mega Man 9, Beast Rider is a terrible 
game that feels like a slap in the face to fans of 
the original franchise. 

The graphics are decent enough, although 
the visual style and character design feels like it 
was ripped straight out of the Heavenly Sword 
playbook. Plus, Beast Rider is unabashedly gory, 
with gratuitous decapitations, blood, and flayed 
flesh galore. The rest of the game, however, is lit- 
tered with problems such as a frustrating control 
scheme, a stiff and robotic main character, and 
cumbersome titular beasts. The beasts are espe- 
cially disappointing: They're so poorly designed 
that the only reason to ride one is to solve the 
lame environmental puzzles in order to progress; 
they're just about useless in battle. 

On the subject of beasts, each one has a 
special ability that you can activate, like flame 
breath and stealth mode but doing so consumes 
their health bar which completely ruins the fun 
of riding around on a powerful creature. It’s bad 
enough that enemies hack away at your mount 
without having to worry about special attacks 
draining their health. 

Add in tired and repetitive level designs, a 
lackluster story and the general absence of fun 
and you have a title that isn't worth playing. 
There are nice little touches that fans of the orig- 
inal will appreciate, but they're just not enough 
to save this directionless game. Why they didn't 
just combine the beat-em-up gameplay of the 
original with some updated graphics and slap 
the whole thing onto the PSN or Xbox Live is 
beyond me, but Golden Axe: Beast Rider is def- 
initely one retro-tastic title you should avoid. 
—Tae K. Kim 


PROS: Gorgeous visuals; cleverly written story; 
deep vehicle customization options. 


CONS: Slightly repetitive gameplay; lackluster 
multiplayer; a departure from franchise roots. 


PROS: The graphics are decent and the game 
doesn't shy away from the gore. 


CONS: The controls, level design, story, combat, 
beasts, etc. 


чы. 
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Traditionally, orchestrating an attack such as this would have required 
multiple clicks. In EndWar, you can make it happen with just your voice. 


Tom CLANCY’s ENDWAR WS 


We 


A strategy game that's not a click fest? Sign me up! 


Fess | xox aeo | 

ndWar is a strategic variant of multiplayer 
E games like Call of Duty 4 or Counter-Strike. 
It's a game of constant give and take, action 
and reaction, and deliciously rewarding upgrades 
in between battles. Better still, the game's built-in 
voice recognition system takes it to a whole new 
level of gaming. 


TALKING HEADS 
The premise of EndWar is quite simple: In the near 
future, the world goes absolutely nuts as a result 
of missile defense systems, oil shortages and re- 
kindled aggression between Russia and a United 
Europe. The Russians sabotage the launch of a 
groundbreaking U.S. satellite and frame Europe, 
which sparks a transatlantic war. In turn Europe 
attacks Russia, and Russia attacks America. Can 
you say World War III? z 
Plausible, apocalyptic scenario aside, End- 
War's main draw is its innovative voice-command 
system. | have to confess that | loathe the notion 
of playing games with a mic-headset on, but that 


has changed thanks to EndWar. To issue orders, 
you hold down the right trigger and identify the 
unit, issue a command, and then state a location. 
Something like, "Unit 4, Attack Hostile 2," or "Call- 
ing All Gunships, Move to Bravo," or "Unit 5, Se- 
cure Lima." If you listen carefully, the unit's replay 
back to you will indicate how capable they are of 
performing the task. The only trouble | ever had 
with voice recognition is that it kept confusing 
my "Unit 5" with "Unit 4," which resulted in a few 
awkward moments. 


SAY IT! 

The system works great though, and | was able 
to master the new interface right from the get-go. 
The beauty of the voice-command system is also 
readily apparent right away. The ability to deploy 
tanks, secure enemy bases, and command three 
or four different attacks almost simultaneously al- 
lows for a much faster and more intense battle ex- 
perience. Smart tactics now count for as much as 


having a fast trigger finger, which in many ways, is 
not that different from games like Counter-Strike 
or Ghost Recon. 

If | have any complaints about EndWar, it's that 
at times, fighting World War III feels overly subtle. | 
realize this is a weird sentiment—after all, we're talk- 
ing abouta conflict on a global scale—but | never got 
that "We're fighting for the fate of the free/commu- 
nist world!" feeling, which was a bummer. 


WORD or Mour 

Regardless, | learned a long time ago one of the 
surest ways to differentiate a good game from 
a bad one is my level of desire to keep coming 
back to play, both during and after the review 
period. With its slick voice-command system, 
depth of strategy and frenetic action, EndWar is 
one game I'll still be playing after its evaluation. 
— George Jones 


FUN FACTOR 


PROS: Extremely engaging, non-wonky strate- 


gic battles. Units per s battles. 


CONS: Over-arching story underplayed. 


Occasional confusion around campaign rules. 


CHRONO TRIGGER 


ormally, when | hear that a classic game 
N is being ported to a handheld, | become 

skeptical because the usual result is a 
no-frills port meant to cash in on gamers’ nos- 
talgia. Thankfully, Square Enix isn’t that kind of 
company. They put a lot of care into their ports 
and l'm incredibly happy to report that they truly 
went the extra mile with Chrono Trigger. They've 
kept the magic of the original intact while adding 
subtle improvements and innovative features that 
truly enhance the classic experience. It is without 
8 doubt one of the best releases of 2008. 


A TIMELESS CLASSIC 

Chrono Trigger's time-bending narrative is re- 
ally well served by the DS's hardware. The touch- 
screen is put to excellent use, with things like an 
overhead map and inventory access laid out in an 
intuitive manner—everything you need to keep 
your party in shape is right there at your stylus 
tip. You can literally swap out party members, 
equip them with the latest gear, save your game, 
and never have to hit the pause button. 

When you engage in combat, the touchscreen 
displays an in-depth battle menu, allowing you to 
selecttechniques, items, magic, and target specific 
enemies with the stylus in real time. This makes 


the battles flow like clockwork, with quick, respon- 
sive menus that you can navigate with ease. But 
the best partisthatthere is a Classic mode that you 
can switch to on the fly in case you want to keep it 
old school and use standard controls. 


BACK TO THE FUTURE 

Chrono Trigger also includes the fantastic ani- 
mated cut-scenes from the Final Fantasy Chron- 
icles re-release as well as a touched-up script and 
a brand new Arena mode. In the game's Arena, 
you're given the task of raising a small Nu monster 
and sending him through various time periods to 
train and learn new techniques. Once trained, you 
can pit your monster against other players via the 
game's Wi-Fi support, or simply battle the com- 
puter. It's a quirky and interesting diversion that 
only adds to the massive Chrono Trigger universe 
by supplying the player with even more to do. 

By this point the verdict is obvious: | can't 
recommend Chrono Trigger highly enough. The 
original was a classic in its own right but Square 
Enix has made it even more special with this ex- 
cellent handheld port. Regardless of whether you 
played it already or are new to the series, you 
owe it to yourself to check out this amazing title. 
—Will Herring 


FUN FACTOR ::: 


PROS: An amazing update to one of the best 
console role-playing games ever produced. 


CONS: The only bad thing is that the game 
eventually ends. 


BLITZ: THE LEAGUE II 


litz: The League Il reminds me of this sea- 
B=: Chicago Bears: it has a couple of 

key pieces and a game-plan in place, but 
there are some obvious holes that keep it from 
rising to the top of the ranks. It is, however, an 
interesting alternative to the realism-heavy ac- 
tion of Madden. 

Blitz 11 focus on down and dirty football where 
you literally wrestle opposing players to the 
ground and stomp their skulls after the whistle’s 
blown. You get a suite of power moves like stiff- 
arms, dive tackles, and spin-o-rama’s, and there’s 
a meter that you can build up to pull off highlight 
reel worthy plays. You can wear down your op- 
ponents’ stamina to affect their performance and 
players get injuries which are highlighted using 
wince-inducing animations. 

The game also features a fairly compelling 
campaign mode that puts you into the cleats of 
a hot-shot rookie. You “roll” his stats using a 
clever press conference gimmick where you an- 
swer questions about your abilities then take a 
team of scrubs through the ranks of the fictional 
League while battling opposing teams and a 
crooked commissioner. 

But Blitz II's game plan starts їо fall apart thanks 
to a couple of nagging issues. The А.І. is rather 
uneven, meaning you either beat the crap out of 
brain-dead opponents or get your head kicked in 
by a team of supermen. There are also a couple 
of homerun plays that you can use to exploit de- 
fenses for ridiculous amounts of yardage and the 
actual football aspect of the game is shallow. 

I will admit, though, that Blitz Il is entertaining 
in short bursts and that some of its features are in- 
teresting, even ifthe A.I. and shallow gameplay ex- 
perience leaves something to be 
desired. Iltisa nice change of pace XI 
from Madden, so | recommend it A 
to anyone who wants to toss the 
pigskin around without getting a 
lesson in football fundamentals. 
—Tae K. Kim 


FUN FACTOR 


tek te tee 125 


PROS: If you like over-the-top football action, 
then Blitz Il has it in spades. 


CONS: Uneven А.І. won't help Blitz gain any 
yards on Madden. 


FEEDBACK 


LETTER OF THE MONTH CONTEST 


GUITAR HERO II 
XBOX 360 BUNDLE 


The Letter ofthe Month winner will 
receive the Guitar Hero Il bundle 
forthe Xbox 360. Rock on! 


You a little too young 
for this my friend. 


FIVE-YEAR OLD PLAYING GEARS OF WAR 
I'm fine with a 15, 14, or even 13 year-olds playing mature-rated games so long as the parents 
are okay with it. What | don’t like is when | strap on my headset, jump on Xbox Live, and hear 
a five-year old playing Gears of War. WTF? I’m not suggesting that little kids shouldn't play, 


butthey should play less violent games like Pokémon or Mario. There are plenty of good non- 
violent games after all. Ariel Rivera —New York 


Boom, head shot! 


₪- ₪ ₪ ₪ ₪ ₪ ₪ ₪ A 
Sick oF WAITING ON NINTENDO 
I've had my Wii for a long time now, and there's 
no denying that | love it. However, | can't help but 
notice the lack of solid games. By solid games 
| mean titles that go beyond swinging the Wii 
Remote around like a spatula, a baseball bat, 
and things of that nature. Wii owners could use 
more in-depth gameplay like that found in Si- 
lent Hill, Assassin's Creed, BioShock, Prince of 
Persia, and Grand Theft Auto IV. We want the 
same kind of games the other systems have! Of 
course Guitar Hero: World Tour and Rock Band 
2 are coming to the Wii, but what else is there? 
Jess Wright—Wilmington, DE 


Off the top of my head, here are eight other Wii 
games that you might want to keep an eye on this 
holiday season (in no particular order): Star Wars: 
The Force Unleashed, De Blob, Deadly Creatures, 
Skate It, Call of Duty: World at War, Wario Land: 
Shake It, MadWorld, and FaceBreaker (the best ver- 
sion of any system). I’m sure I'm missing a few more, 
too, so don't let naysayers distract you from finding 
quality Wii games as you dodge the ocean of crap. 


You SPILLED STARS ON 

My FUN FACTOR 

Please bring back the original Fun Factor scores. 
| can't stand the yellow stars because they are 
to difficult to distinguish from the blank stars. At 
the very least, make the stars more discernible. 
Dr. Zaius—Via Internet 


Lose the new star rating system. 
Thomas Greene—East Meadow, NY 


It'strue—our rating system has changed to standard 
five-star classifications, which are more easily un- 
derstood by players of all ages. Keep in mind their 
presentation is a work in progress, so we'll be im- 
proving their look and feel as time goes on. But yeah, 
they stay! 


You SPILLED SUCK ON 
GAMEPRO.COM 
What the hell did you people do? The new 


GamePro.com sucks! There was nothing 
wrong with the old one to begin with (if it ain't 
broke, don't fix it), and now my entire profile 
is to hell with a bunch stuff is missing. Lame. 
PalinMashup —Via Internet 


Got a feisty bunch of letters today—yikes! Well 
anonymous, I’m sorry your profile got borked 
a bit during the transition to the new site, but 
| promise you'll dig the added features in time. 
While the old site was far from broken, the new 
site is bigger, faster, cleaner, and better capable 
of delivering even more high definition screens 
and video. Plus, the new GamePro.com has 256- 
bit graphics, and you gotta love that. 
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FEEDBACK 


A LACK עס‎ HIGH-PROFILE 

Wii PoRTS 

| was impressed by the number of games fea- 
tured in your Fall Preview Guide (September is- 
sue). What struck me most, however, was the 
number multiplatform games coming to Xbox 360 
and PS3 with no Wii version to speak of, especially 
given the Wii's popularity. For instance, both the 
Prince of Persia and Resident Evil series called the 
GameCube home, but neither are coming to the 
Wii (at least not now). With so many good multi- 
platform games coming out, it's a shame Wii own- 
ers can't enjoy them. 

Brian —Rindge, NH 


That's a good question, Brian. | suppose the default 
answer would be the graphics and processing differ- 
ence between the Wii and Xbox 360 or PS3, which 
could discourage some developers from porting to 
the Wii. That said, game makers have been porting 
console games to technological inferior handhelds 
for decades, and certain games like Call of Duty: 
World at War and Rock Band are being ported, so 
publishers are quickly running out of excuses. In any 
case, l'd say the number of multiplatform Wii games 
will increase next year, now that the Wii is the undis- 
puted king of console sales. 


STOP WITH THE Wii 
COMPLAINING 

| always look forward to the letters in Feedback 
every month. But lately, it seems there's someone 
complaining about "not enough Wii coverage" 
in every single issue. Give me a break! Readers 
like hearing about other systems too, you know. 
Dan Griese—New Berlin, WI 


It's always a balancing act for us to decide which 
games and systems to cover most. But by all means, 
keep sending us letters (and $100 bills) to help us 
figure it out. 


How IS THAT BETTER? 

How can you compare and recommend one ser- 
vice over another, as you did when juxtapos- 
ing Xbox Live, PlayStation Network, and iTunes 
for multimedia downloads? In my opinion, it all 
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How do you first-person shoot? 
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GAMEPRO.COM POLL 


I don't see how you 
can possibly put up 
with these guys... 


comes down to preferences, so | don't see how 
you can Say one is better than another. 
Michael Smith—Via Internet 


We're critics, Mike. That's what we do. The beauti- 
fulthing isthat you, the consumer, ultimately decide 
what to buy, however. We're just here to help you 
navigate the pros and cons of each game, console, 
and breaking announcement. 


Doers FIFA SELL MORE 

THAN MADDEN? 

My friends and | have a Madden league that we 
play in, and we have an ongoing debate that | am 
hoping you could settle. Taking ALL platforms 
into consideration, which sports title sells the 
most copies each year worldwide, Madden or FIFA? 
Hammer—Via Internet 


It's closer than some might think. According to our 
global bean counter, FIFA 08 sold more than 8.1 mil- 
lion copies worldwide across all platforms last year, 
slightly beating Madden NFL 08 which sold 7.2 mil- 
lion copies. 


FPS games suck 5%‏ ייוו 


THERE ARE OTHER WARS BESIDES 
WWII you KNOW 

| am disappointed that Call of Duty is returning to 
its World War Il roots. You can only have so much 
Nazi ass-kicking, and why after three WWII games 
would someone at Activision think, "What about 
the Pacific theater of the war?" But that's neither 
here nor there. My point is there are plenty of 
other historical skirmishes and wars that were at 
Call of Duty's disposal. How about "Call of Duty 
Vietnam" or even "Call of Duty 1989," with the set- 
ting being in the first Gulf War. I'd even settle for 
Call of Duty WWI. All I'm asking is why nothing 
new and different like Modern Warfare? WWII is a 
tired story. It's time to move on. 

Hayden Cole—Pinole, CA 


We hear you, Hayden. But World at War has one 
thing going for it—it uses the lovely Call of Duty: 
Modern Warfare engine. Here's hoping compelling 
gameplay can more than make up for what appears 
to bean insipid setting. 


I actually have two questions. My first one is rather silly but I just want to know, who do you at 
GameGirl view as your top three favorite game developers? The second is more serious and | felt 
it best to ask all of you. What is the big appeal about Mirror's Edge? I've seen the trailers and the 
E? demo footage and I'm just not seeing the wow factor of it all. It just seems really...boring at 
this point in time and it confuses me how nearly everyone seems so excited about ing 


Ladyluck responds: 

Ling, | don't really look for specific game developers when | am looking to get a game. | lookat the 
gameplay, screen shots, or demo (if there is one). Some games come from companies just start- 
ing, while others are well known developers. But | don't limit myself or choose favorites because 
one minute a developer can produce a very awesome game, and the next one they come out with 
can sucks. So | always go by the game itself. 

As for Mirror's Edge, the graphics look good, but | cannot really put a wow factor on it until | 
get more information on it. Like | stated before, | research or get more info before | ever really give 
a review. That said, | do like seeing games with a female lead character. This game is unique be- 
cause it's modeled after a first-person shooter, but the lead character Faith rarely ever uses a gun; 
and it's only an option, not necessity. | love seeing girls kick butt, so let's hope that she holds her 
own and Mirror's Edge doesn't end up a flop. The developers did also do the Battlefield games, 
which | liked, so as of right now, I’m keeping my eye on it. 


Send your questions to the Game Girls at GameGirl.com 


GAMEPRO's PROVEN GUIDE TO 
BECOMING HARDCORE 

Okay—I’m 11 years old. | am a HARDCORE gamer. 
And my parents don’t believe me. I’ve been trying 
to tell them it's who | am, and what | do, but they 
think it’s “just a phase.” How сап | convince them? 
Lawton Makovec—Goessel, Kansas 


Follow these steps and your wish shall be granted, 
Lawton. Buy either a PS3 or Xbox 360 and only 
play mature-rated games, particularly first-person 
shooters (the gorier the better). Anytime anyone 
mentions the Wii, say “That's for the kiddies,” (never 
mind that you're only 11-years old). Move to subur- 
bia. And be sure to troll the GamePro.com message 
boards with incendiary and offensive comments. 
I'm kidding of course. Keep playing games, re- 
mind your parents why you enjoy them so much, 
and maybe even ask your mom and dad to pick up a 
controller with you occasionally. You'd be surprised 
what including them might do. Good luck. 


KONAMI IS HARDLY A 

ROCK REVOLUTION 

| have recently seen the set list for Rock Revolution 
and | am a little bothered by it. How can Konami 
expect to be taken seriously in the rhythm genre 
when they have “sk8terboy” on the set list? | give 
Konami all the props in the world for creating a ver- 
sion of a genre that I’m totally addicted to, but if 
they are to separate themselves from the pack they 
should have put more thought into their set list. 
Captain Monkey—Via Internet 


Hear, hear. See our review. 


You’RE WRONG ABOUT 

MK vs. DC FATALITIES 

In the August issue, you said players won't be able 
to execute Fatalities in Mortal Kombat vs. DC Uni- 
verse. You were half right. DC characters can't kill, 
but MK guys can, including ripped spines, Temple of 
Doom hearts, and decapitated heads to name a few. 
Joshua— Chicago, IL 


While there was some initial confusion when the 
game was announced, you are right, sir. MK vs. DC 
Universe (out this month) will have fatalities. That 
said, the violence is still toned-down to achieve a DC 
Comic-friendly teen rating. 


Dogs 1080 HD RESOLUTION 
REALLY MATTER? 

For whatever reason, I’m reluctant to buy games 
for my PS3 that are not at least 1080i. Are my con- 
cerns justified? Mark Seifried —Vacaville, CA 


Not as much as that Best Buy salesman would have 
you believe, Mark. First off, 720p looks better than 
1080i when viewing fast-moving action, as seen in 
most video games. Regarding 1080p, the mother of 
all high-definition resolutions, most people can't 
see a difference until they get up into the 60" wide 
TVs, and even then the difference won't look mind- 
blowing. Suffice it to say, 720p games look great 
(and we've seen 'em all). Forgetaboutit. 


EVERYONE'S A FANBOY, 

YOU HYPOCRITE 

l've finally come to the realization that every- 
one is a fanboy. Deep down inside, we all pre- 
fer a system. | personally prefer the PlayStation 
3. Regardless, maybe we should all be a little 
less eager to call someone a fanboy. After all, 
it's okay to root for your favorite team so long 
as you don't reign on someone else's parade. 
Chris—Via Internet 


Fanboy. 


If You Purchased A Defective 
Nyko Intercooler 360 from 
March 2006 to August 2007, 
Please Read This 
Notice Carefully 


You May Be Entitled To An Extended 
Warranty On Your Nyko Intercooler. 


Nyko Technologies, Inc., seller of the Intercooler 360 
product for use with the Microsoft Xbox 360, has 
entered into a proposed settlement with Plaintiff in the 
lawsuit Coles v. Nyko Technologies, Inc., U.S.D.C., 
C.D. Cal. Case No. 2:07-cv-02977-FMC-RCx (the 
"Action"), under which you may be entitled to have the 
warranty on your Intercooler 360 product extended to 
three years from your original date of purchase. 


What is the Lawsuit About? 

Plaintiff alleged that the Intercooler 360 was defective 
and that Nyko refused to honor warranty claims for 
defective Intercooler 360s in violation of its warranty 
obligations and consumer laws, and engaged in unfair 
competition by misrepresenting the ability of the 
Intercooler 360 to reduce the Xbox 360's operating 
temperatures. Nyko denies all of Plaintiff's claims in 
the Action. However, to avoid the uncertainty and 
expense of litigation, Nyko and plaintiff have reached a 
proposed settlement. 


What are the Terms of the Settlement? 
Nyko has agreed to extend the warranty on version 1 
and version 2 of the Intercooler 360 from 90 days to 
three years, and will provide each original purchaser of 
a defective version 1 or version 2 Intercooler 360 who 
makes a warranty claim within the extended warranty 
period with a new Intercooler 360 or other Nyko 
product of equal or lesser value. 


Who Can Benefit From the Settlement? 
If you purchased a defective new Intercooler 360 
version 1 or version 2 between March 20, 2006 and 
August 25, 2007, you could be a member of the 
settlement class. If the settlement is approved, you may 
make a warranty claim if you are in this group by 
requesting shipping authorization from Nyko and 
sending your defective Intercooler 360 to Nyko, who 
will pay standard domestic U.S. shipping costs related 
to the exchange. 


What are My Legal Rights? 

If you wish to remain a member of the settlement clas 
you do not need to take any action. If the court 
approves the settlement, you will not be able to file any 
legal claims or lawsuits that you have against Nyko 
relating to the conduct alleged by Plaintiff in the 
Action. Personal injury claims are not released by this 
settlement. If you do not wish to remain a member of 
the settlement class, you must mail a written request to 
exclude yourself by January 19, 2009, to Dan Sedor, 
Jeffer, Mangels, Butler & Marmaro LLP, 1900 Avenue 
of the Stars, 7th floor, Los Angeles, California 90067. 
A final hearing on the proposed settlement will be held 
on February 2, 2009 at 10:00 a.m. in Courtroom 750 of 
the Honorable Florence-Marie Cooper at the United 
States District Court, Central District of California, 
Western Division, 255 East Temple St., Los Angeles, 
California. If you are a settlement class member and 
wish to object to the settlement, you must take the steps 
detailed in the complete Notice of Proposed Settlement 
by January 19, 2009. Copies of the Settlement 
Agreement and other related documentation, including 
a form for requesting exclusion from the settlement, are 
available for download at www.nyko.com\settlement, 
or may be requested from Nyko at the address, 
telephone number and email below. 


This is Only a Summary. For Complete 
Information and a Copy of the Notice of 
Proposed 
Settlement: 

Call: 1-866-333-6741 or 
Email: settlement@nyko.com or 
Visit: www.nyko.com\settlement 
Or Write: Nyko Technologies, Inc. 
1990 Westwood Blvd., Penthouse Suite 
Los Angeles, California 90025 


nn MDK 2 (Dreamcast 

e A helluva good time with guns a blazin'. 

1 From GamePro, March 2000 

BioWare and Interplay bring you the 
long-awaited sequel to MDK, aptly entitled MDK 
2. With a funky story line, unique gameplay, and 
impressive visuals, MDK 2 should turn the heads 
of Dreamcast fans looking for some exciting ac- 
tion and interesting challenges. 


Fun Factor: ee 


JET GRIND RADIO (Dreamcast) 

g Skate or die! Graffiti rules the streets in 
Jet Grind Radio for Dreamcast. 

From GamePro, November 2000 

The graphics in Jet Grind are one of a kind. The 
characters and environments have a highly styl- 
ized look that's both convincing and fun to look at. 
Buildings, cars, people, and all kinds of other ob- 
jects populate highly detailed environments that 
encourage (and require) serious exploration. The 
simple, but challenging gameplay will suck you in. 


Fun Factor: אא‎ 


ART ATTACK! 
This month's winner 
| receives. 


Janice tesis 


(PS3, Xbox 360) 


Winner of nine E3 awards, 
including GamePro's Best 
of E3 2008 Gold Award... 
Prince of Persia arrives 
December 4, 20 


| Send us your art! 
|| GamePro magazine * Art Attack 4 
|| 501 Second Street, Suite 114 

| San Francisco, CA 94107-1431 
|| artattackGgamepro.com 


AII art becomes the property of GamePro magazine. 
Sorry, we cannot retur artwork. We will accept color 
photocopies or digi 


Shantell M. Lorita 
of Carson, CA 


WRITE TO Us: 


Got a question or comment? Write to us with 
your name and town via e-mail: letters? 
gamepro.com or GamePro, Head2Head, 501 
2nd St., Ste. 114, San Francisco, CA 94107 (Be 
sure to tell us your city and state, too.) The 
best letters will be rewarded with publishing 
bragging rights in future issues of GamePro. 


CONNECT ONLINE: 

Go online, follow your favorite games and sys- 

tems, and sound off on breaking stories. 
GamePro.com 
Breaking, extensive, and media- 
rich coverage of the biggest 
and freshest games. Check out 
the forums, too—they're the 
Internet's best-kept secret! 


DUCUM - — a x 


Games.net 

Aggregate gaming hub for re- 
views, original features, and 
up-to-the-second blog posts. 


SlobsOfGaming.com 
Full of unhealthily obsessive fea- 
tures, gaming culture, and over- 
enthusiastic gaming detritus. 


GameGirl.com 

Girls play video games, too! 
One of the hottest sites in th 
GamePro.com network. 


24/7 coverage of all things Halo. 
All hail Master Chief! 


NEXT MONT 


NEW CHARACTERS! 
NEWMONSTERS! 
THE HORROR RETURNS! 
GAMEPRO 
JANUARY 2009 ISSUE 
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CEMBER 9, 2008 
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RESISTANCE 2 


Resistance 2's eight-player cooperative mode redefines "epic." You'll bat- 
tle legions of zombie-like Grim and massive boss monsters, scoring collect- 
ible equipment and new skills along the way. The three different character 
classes must work together to prevail —here we see a soldier deploying a 
shield, which will temporarily protect his teammates. 


E NETFLIX 


The Ultimate in Social Entertainment. 


The New Xbox Experience 
Get instant streaming* and watch DVD rentals on your Xbox 360°. 
Connect with friends as you share games, photos, and more. 


Enjoy the best in entertainment right in your living room. 


XBOX LIVE. 


See the New Xbox Experience at xbox.com/nxe. 


*Streaming instantly from Netflix requires Xbox LIVE Gold membership and a Netflix unlimited subscription 
plan. Hard drive is recommended for Xbox LIVE, and is required for some features. See www.xbox.com/live. 
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Our goal iS to preserve classic video дате magazines so that 
they аге not lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let ₪5 know: 


Thank you! 


